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THE PLANET’S HOTTEST HARDWARE 


MEETS THE PLANET'S COOLEST SOFTWARE. 
INTRODUCING GAME BLASTER CD 16. 


All the leaders of the gaming universe have joined 


forces. And now they're coming to get you. No 
other game experience can prepare you for what's 
waiting inside the new Game Blaster CD16 mul- 
timedia upgrade kit You get a Sound Blaster” 
16-bit sound card and speakers that make all 
your games sound terrifyingly real. A double- 


speed CD-ROM, so all your games run 


faster. An FX-2000 


Ty 


Semen, 8 joystick, so you can 
BLASTERED 16 


hone your reflexes. 


Not to mention the 


most outrageous games in the cosmos—Rebel 


Assault and Sim City 2000—and for the next six 


months, no other kits have them. But that’s not 
all. Game Blaster also includes Return to Zork, 
Iron Helix, F-I17A Stealth Fighter, Silent Ser- 
vice I, Civilization, Railroad Tycoon, and Grolier’s 
Multimedia Encyclopedia. Of course, all your 
games will sound better because theyre made to be 
played on Sound Blaster. The question is, can 
you handle it? Want more info or the name of a 
Creative Labs dealer? 


CREATIVE 


CREATIVE LABS, INC. 


Call 1-800-998-5227. 


*Suggested Retail Price $549.95 ©1994 Creative Technology Ltd. Game Blaster CD, Sound Blaster, and the Sound Blaster and Creative logos are trademarks of Creative Technology Ltd. All other trademarks 
are the property of their respective Owners. LES. inquiries: Creative Labs 1-800-998-5227 or 408-428-6600. International inquiries: ( ‘reative Technology Ltd.. Singapore, TEL 65-73-0283 FAX 65-77 3-0893:. 
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Explosive cinematics and 
sound tracks 


- —— Sede ty 


bi. - 
is M 
sitll hs Se 


Supports all major sound 
_ cards and game controllers 


ae 4 ea 
A etc 
hae ae oes os | 
ao} ie =. 
—— rs woewi = 
jes 


3 Ie oy 

% 
eae | Pil Bees 
Ps aos Migs came MM jwise 
be Pres eien i al pean gs 


: | 27 enormous levels, each with 


at least one boss ship 
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There afetimes when tne best weapons just aren’t enough. 
To answer the Mega Corp Sicalli you'll ‘need nerves of stee 


, 1, an itchy trigger finger, 
and the strength to stand tithevend, : 


Your equipment: The Raptor, @ SUpertech bird of prey with enough state-of-the-art 
firepower to crush any foolhardy Opposition. As if twin machine guns that can rip holes 
through 6-inch steel plate weren't emough, the Raptor can be upgraded with 14. 


hard-core weapons that go beyond intense, straight to overkill! 


Your mission: Kill for cash, and leave nothing standing in your wake! 


pulse-pounding sound track, Raptor: Call of the Shadows is all that and more! 
Grab your gear. Head for the flight deck. Raptor awaits! 


If you’re looking for a game with unbelievable graphics, fierce combat, and a 


For the cost of shipping and handling, only $5.00, you'll receive the first mission. 
Or download the first mission and pay no shipping and handling. Call the Software 
Creations BBS and check out the FREE Apogee file section. The BBS phone lines are: 
(508) 3652359 (508) 368°7036 (508) 368°2032 
2400 BAUD 9600-14.4K —14.4-16.8K 
Further episodes are sold separately and can be purchased by calling Apogee’s toll-free number. 


Raptor: Call of the Shadows requires an IBM™ or 100% compatible 386 or better computer with 2 MEG RAM (4 MEG recommended), a VGA 


graphics card and 12 MEG free space on a hard disk drive. Joystick and mouse are optional. Supports all major sound cards. 
All trademarks are the pro of their respective owners. : 
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Bap FOR BUSINESS... 


| was going to regale everybody with the story of how Ted broke the bottom portion 
of his tibia clean off this month, but as the bard once said, the best laid plans of mice 
and men often go awry. A two-page press release has just wandered across my desk, 
and the implications contained here are potentially threatening to a lot of people and a 
lot of software companies. Allow me to explain. 

While it may be a little more quiet on the violence/sex censorship front, that doesn't 
mean that our beloved government has not been hard at work drafting potential legis- 
lation. Democratic Representative Tom Lantos of California has given support for the 
establishment of a private agency to rate computer and video games. This group 
would be administered by IDSA, the Interactive Digital Software Association. IDSA has 
been created by some of the larger software companies. 

The plan proposed by IDSA would require the publishers of games—all publishers 
regardless of their size or method of 
reaching consumers—would need to 
submit $500 and a videotape of the 
game and await review by a committee 
before the product could be released. 
The problems here should be readily 
apparent. While a major commercial 
publisher would have little trouble with 
spending the money and creating the 
tape, virtually any shareware or freeware developer will be knocked out of business. 
Had this plan been in effect several years ago, it’s quite possible that none of us would 
have ever played Wolfenstein 3D, and thus have never played Doom. Further, the 
changes in games those two products have caused would never have been realized. 

Lantos’ response to the claim that the IDSA plan would drive smaller companies out 
of business was that “protecting our children” was more important than the survival of 
these companies. Ironically, many of these smaller companies that will be driven out of 
business produce children’s and educational software, while Nintendo and Sega, two 
of the largest proponents of the IDSA plan have made scads of money from the sales 
of Mortal Kombat. Mortal Kombat, of course, is the game that caused this uproar 
against video and computer violence and is the title most frequently cited by Lantos in 
his crusade against “filthy and disgusting” video games. 

This comes on the heels of this industry’s realization that perhaps something does 
need to be done with regard to a rating 
system. As | have said before, | am not 
against the idea of rating games. | 
merely feel that this industry is more 
than capable of policing itself. In fact, 


e « eTHE IMPLICATIONS CONTAINED 
HERE ARE POTENTIALLY THREATENING 
TO A LOT OF PEOPLE AND A LOT OF 
SOFTWARE COMPANIES. 


e e ePERHAPS SOMETHING DOES NEED 
TO BE DONE WITH REGARD TO A RAT= 
this has already started. Origin, for 


ING SYSTEM. 
instance, has included a warning label 
for strong language on the box of Pacific Strike. This self-induced rating costs the com- 
pany little or no additional money, offers sufficient warning to consumers and did not 
cause Origin to wait an additional month for release while the game was being 
“reviewed.” 

The IDSA plan has not yet taken effect, but Lantos and Senators Joseph Lieberman 
(D-Conn) and Herbert Kohl (D-Wisc) have sent letters on Congressional letterhead to 
major retailers, asking them to purchase software only from businesses that comply 
with the IDSA plan. 

The forwarding of this plan, in my opinion will do little to curb the trend toward vio- 
lence in this country or in video games and will be highly damaging to both the integrity 
of this industry and to the number and variety of products produced for computer and 
video gamers. If this goes into effect, only the very biggest of the big win, while every- 
one else, including gamers, loses. Contact your Representative and Senators through 
the Capitol Hill switchboard at (202) 225-2131. 


Steve HONEYWELL 
Eorror 
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Soundscape™ by ENSONIQ, The first wavetable sound board that gives you professional 16-bit sound and 


compatibility with today’s hottest game titles and multimedia applications - at a price you can afford. 


ENSONIQ is a leading manufacturer of high-quality 
synthesizers used by top recording artists. Now, the same 
wavetable technology that drives our $3,000 keyboards is 
available for your PC. 


For $279 (suggested retail) you get: 


Genuine ENSONIQ wavetable synthesis 


16-bit sound with 32 voice polyphony 


Supports the broadest range of games and 


Award-winning sounds. Our commitment to sound is unequaled. With —™ultimedia standards, including: 
; a SoundBlaster™* AdLib™, MPU-401, 
Soundscape, you'll hear sounds created by Grammy Award-winning MT-32, General MIDI, MPC Level 1 & 2 


- : . Windows™ 3.1, Windows Sound System™ 
musicians, renowned orchestral players, and top studio engineers. | 
No host CPU overhead; no TSR’s 
Maximum compatibility. Great sound doesn’t matter if your board 


won't work with your software, so we've made Soundscape compatible 
with virtually all PC standards. Whether you're in the game room, the 

classroom, or the boardroom, Soundscape will provide unrivaled sound 
quality for all your applications. 


3 CD-ROM connectors for maximum flexibility 


60-day no-nonsense refund, plus a three year 
limited hardware warranty 


ENSONIO) 


LEADING THE WORLD IN SOUND INNOVATION 


Make the right choice. 


Call 1-800-942-0096 for more information. 
Soundscape 1s now available at all Electronics 
Boutique and Waldensoftware locations. 


* With the exception of the few titles that use ADPCM 
All trademarks property of their respective owners. 
© 1994 ENSONIQ Corp, 155 Great Valley Parkway, Malvern PA 19355-0735 
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Inherit the Earth 
by New World Computing 


Flying Nightmares by Domark 


Pacific Strike by Origin 
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GUESSwords by GIC 


X-COM by MicroProse 


Nothing sat- 
isfies a real 
admiral’s 
hunger like a 
carrier going 
full steam 
ahead on the 
open. seas. 
Yep, for 
atlacking 
enemy held 
cities, sinking 
submarines 
and just plain 
old harrassing 
the stuffing 
out of the bad 
guys, an air- 
craft carrier is 
definitely the 
ship to have. 
Still, it would 
be nice to 
have an opera 
house or a 
downtown as 
well. Sound 
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like an interesting choice to make? You'll be making that decision and many others like 
it in Grandest Fleet from Quantum Quality Productions. While the game does come 
with several different scenarios, it truly shines on the random map. You’ve got to make 
the tough calls between building up the infrastructure of your cities and creating the 
weapons and machines necessary to protect those cities. To be successful, you need 
to walk a fine line between making your towns large and prosperous and making your 
fleet unbeatable by any foe. Be warned, each of your ships do have a significant 
strength, but they also have their weaknesses. Check out what the gang had to say 


about this one on page 18. 
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overworked Employee 
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happen all too often. Poor guy. Couldn’t 
| handle the pressure. Didn’t 
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Sports Baseball. Don’t 
let this happen to you. 

Feeling stressed? 
Take a TimeOut, pal. 
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Case Closed. 
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TIE FIGHTER 


LORD VADER PLOTS REVENGE! 


VICTORY AT SEA 


GABRIEL KNIGHT < 


DISAGREEMENTS. . . 


The issue of violence in entertainment 
is a highly subjective one. Your April 
issue of Postage Due had many letters 
concerning the Congressional censor- 
ship of video games, all of which had 
strong points and intelligent insight. 
However, | feel that the burden of 
responsibility is not being met by parents 
to sanction the intake of violence by their 
children. 

Let’s face it, what we’ve got in this 
country is a degradation of parental 
guidance, which may or may not be a 
direct influence on the growing level of 
violence in America. As | said earlier, the 
issue of violence in the “industry” is sub- 
jective in that there is no true locus of 
violence on which we can place the 
blame, but rather a full scope of violence 
which pervades our senses on a daily 
basis. One might even argue that we are 
slowly but surely becoming desensitized 
to violence due to our nonchalant accep- 
tance of it on a daily basis. For example, 
television news networks glamorize vio- 
lence in their police report sections, 
while other shows specialize in exporting 
violence to the viewers through a con- 
scious bombardment of horrific imagery 
both actual and fictional. 

What kind of message are we sending 
to our children? | consider myself a liber- 
al minded, free-choice kinda person; 
however, who has to bear the responsi- 
bility for our children’s well-being when 
parents continue to fail at this moral 
obligation? Violent tendencies cannot be 
blamed on video games alone, | agree, 
because that would be like saying the 
crisis in the Middle East is solely based 
on religion. To impost blame on one 
facet of the problem, and rob video 
gamers of their freedom to choose, is 
clearly unfair because the issue of vio- 
lence runs deeper than video games. 

| don’t believe that our government 
wants to revoke freedom, but rather fill 
the ‘values-gap’ that parents have left 
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A POSITIVE LOOK AT 
WARNING LABELS. 


PLUS WHY SOME READERS THINK WE'RE WRONG ABOUT 
SOME REVIEWS AND RIGHT ABOUT OTHERS. . . 


Sendyour questions, comments, witticisms and criticisms to: 


Postage Due 
Computer Game Review 
1920 Highland Avenue, Suite 222 
Lombard, Illinois 60148 


open. Children’s minds are highly 
impressionable, and they cannot readily 
discern actual and fictive violence. Let's 
not forget the nature of video gaming is 
interaction. Games are involving, 
absorbing personalized activities in 
which the player has a direct control 
over the outcome. We are already 
desensitized to violence in movies; we 
sit and watch in idle acceptance the hor- 
rors on the movie screen. When playing 
the game, the player takes an active role 
in the killing or the destruction; it's not as 
removed as the movie. 

I’m curious what the impressionable 
mind does with such power. With the 
lack of discernability, how does the child 
escape the realm of fiction and act sen- 
sibly in reality without having been influ- 
enced in one way or another? The ques- 
tion then becomes, does the game have 
an influential power on the minds of our 
children? With youngsters killing them- 
selves on highways trying out what 
they've seen in movies, | can safely say 
that media has a direct effect on the 
mind. What then becomes of video 
games that glamorize murder, killing, 
destruction and even genocide? How do 
children respond to that type of violence, 
and do they carry it into reality? That is 
the core of the issue today. 

| really don’t believe that freedom is 
being taken away from a child if games 
are labeled according to the level of 
graphic violence they contain. | think it 
goes hand in hand with simply wanting 
to be aware and advised as to what are 
the contents of the product, much like 
nutritional labels on food. | would think it 
only fair to forewarn the concerned par- 
ent of graphic violence, just as much as 
we would want to know how much fat is 
in a candy bar. It’s not our government's 
place to decide whether or not we see 
violence, but at least to make con- 
sumers aware of it prior to purchasing. | 


would hate it if they said | couldn’t play 
Dune II, but the issue isn’t about the 
adults’ ability to distinguish between fic- 
tion and reality. Hopefully, parents will 
own up to their responsibility to inform 
their children and impress upon them 
peaceful values which will transcend any 
violent games made today. 
Joseph Criscuolo 
Darien, CT 


| have never come out against the idea 
of a rating system. | do oppose a gov- 
ernment-sponsored system, however. If 
we assume for the moment that our 
national government is as altruistic as 
you picture it and concerned about the 
“values-gap” more than other issues, 
what of it? It is categorically not the gov- 
ernment’s place to make a judgement 
call, and values are nothing more than a 
personal judgement call. 

To say that kids can’t tell the differ- 
ence between real violence and fictive 
violence is to not give their intelligence 
the credit it deserves. Obviously, very 
young children cannot tell the difference, 
but kids of four and five years old are 
also unlikely to spend a lot of time alone 
at the arcade or sitting in front of the 
family PC playing Gabriel Knight. | know 
from personal experience that my niece 
and two nephews older than 6 know the 
difference between real and fictive vio- 
lence, as did | at that age. When ! was 8, 
| loved the Three Stooges. | also knew 
that the violence was faked. 

The media does affect people’s per- 
ceptions of what is going on, but that 
does not make the media responsible for 
misguided people acting stupidly. Just 
because Charles Manson claimed he 
got his “inspiration” from listening to the 
Beatles’ White Album does not make the 
group responsible for his actions. 

Of course, this also opens up the topic 
of desensitization through repeated 
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Fee coon ees using ; a wide 
variety of sound cards and controllers for 
the most ‘complete testing possible. 


THE CGR REVIEWERS. . = 


Kevin: Af it were possible for Kevin to 
‘make a living playing X-COM for the 
next several months, you wouldn’t hear 
him complaining. This fits in with his 
‘normal penchant for playing squad- 
based military games and strategy titles 
of all sorts. Unfortunately for him, he 
does have work to do, so he only gets 
to play our copy of the aforementioned 
game every now and then. He’s taken 
this in stride and is almost done with a 
round of therapy to cure his withdrawal 
symptoms. 


Ted: A new member of the non-walking 
wounded, Ted has been a rare sight 
around the CGR offices this month. 
Nursing his freshly pinned broken bone 
has kept him unable to drive to work, so 
we’ve been without his presence for the 
last several weeks. He hasn’t stopped 
playing games, though, and while keep- 
ing his foot elevated, he’s been playing 
a lot of Detroit from Impressions. One 
would think this is a direct result of his 
not being able to drive. That’s as good 
of a reason as any. 


Steve: While the PC still holds it’s 
allure for our editor, he is continually 
drawn to the lovely new Quadra sitting 
on a desk at home. He wishes he could 
take home his beta copy of Populous Il, 
but the new Mac version of Prince of 
Persia 2 will just have to suffice. When 
he can get the free time, he’s spent 
hours after work playing Corridor 7, 
especially those bonus rounds. Thanks 
to a recent trip to the west coast, he is 
dying to get his hands on Wing Com- 
mander III, but he’ll have to wait. 
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exposure. And yes, when playing a 
game, you do take a more active role in 
the violence at hand. However, much of 
human life, by it’s very nature, is violent. 
Military and combat flight sims are just 
as violent as any other game. Should we 
label them or ban them because they 
portray history accurately? And truthful- 
ly, wouldn’t you rather have your kids 
playing a historical sim and have them 
learn something about history than a 
game with little or no potential to edu- 
cate? 

Many companies are starting to add 
labels to their products, which | wholly 
support. This industry is more than 
capable of policing itself without incur- 
ring the red tape, added tax expenditure 
and overall hassle that would be 
involved should the government take a 
more significant interest in this topic. 


Speeci PACKS... 


| have a problem with the game com- 
pany Origin (it seems a lot of people do 
these days since the release of Strike 
Commander). It seems that they think 
the computer game consumers of the 
world are idiots, that they will buy any- 
thing and that we have an unlimited sup- 
ply of money. | was shopping at my local 
software dealer when | noticed that Ulti- 
ma VIIl was out and it was $54.99. No 
problem, | thought, so | picked it up and 
was thinking of buying it, but then | 
passed a section of the store that had 
what looked like smaller versions of Ulti- 
ma Vill. They weren't, they were speech 
packs. That’s right! For only $25 | can 
have speech. This also applies to Wing 
Commander II, Privateer, Strike Com- 
mander and most likely the upcoming 
games Pacific Strike and Wings of 
Glory. Now tell me why, when competi- 
tion is so stiff in the gaming market, that 
Origin would even consider charging 
extra for something like speech that is a 
standard in a lot of other games. For 
example, to get speech in Wing Com- 
mander II, | need to buy the speech 
pack, but X-Wing comes with speech at 
no extra cost. With so many gaming 
companies out there, Origin had better 
think to include speech with no extra 
charge, ‘cause if they don't I'll just buy 
from a different company (like 
LucasArts). 
Joe Folley 
Hanford, CA 


You raise a decent point. There could 
be several reasons why Origin releases 
their speech packs separately from the 
rest of the product. One possibility is that 


some gamers may not want the speech, 
and if Origin did include it with the main 
package, the overall game cost would 
go up. This way, those that don’t want 
speech don’t have to pay for it, and 
those that do end up spending what they 
would have spent on the game anyway. 


RANDOM THOUGHTS... 


I’ve got a couple of points to make 
here (actually eight), so let’s begin. 
1) Your magazine rips up all others. It is 
supreme. ‘Nuff said. 
2) Yes, | think you should bring back 
Game Over. The end of the game is 
almost never covered in a third-party 
hint column: Game Over is the only 
place | know of that does so regularly. 
I'd like to see it back. 
3) | disagree with Mike Deni’s letter in 
the April issue (Headlines and 
Headaches). The sections of CGR are 
obvious and understandable. Anyway, 
it's not easy to confuse Postage Due 
with CGR Reviews. It’s just fine the way 
it is, thank you. 
4) Just to keep the WCII vs. X-Wing 
debate going, X-Wing blew the chassis 
off Wing Commander II. Just my opinion. 
And yes, | own X-Wing, WC and WCIl. 
5) Speaking of X-Wing, could you give 
me some detailed hints on Imperial Pur- 
Suit, mission 14 and B-Wing, mission 7? 
I'm completely stuck, and I’m a Top Ace 
(8000 points shy of Commander rank). 
Please help. 
6) Kevin and | should think as one here: 
Doom shreds most other games. Points 
off for its play time: | got to those mino- 
taurs at the end in only a couple hours. 
Well worth the price, though (free or 
about $5 at your local software store): | 
give ita 93. 
7) lve had Jurassic Park (PC CD-ROM) 
since December 31st and Dragon’s Lair 
(same) has been out for awhile. Where 
are their reviews? By the way, in my 
own estimation, JP gets an 88 (great, 
but not ground-breaking) and Lair a 75 
(fun, but half the size of the arcade 
game and much too simplistic). 
8) | don’t know, maybe CDs are com- 
pletely different than disk-based games 
in some arcane way, but why do CD 
games not have a numeric rating? Or at 
least be reviewed by Kevin, Ted or (bet- 
ter yet, and) Steve? | mean, it’s all well 
and good to say “while no longer on the 
cutting edge. . .[the game] is still a 
strong and enjoyable simulation.” but 
what does that all boil down to? One of 
the main reasons | buy your magazine is 
its 1-100 ratings. As shown in point 7, 
l’'ve got an MPC computer—please tell 
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Get a grip—and hang on tight. 
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me straight out (with a number) whether 
or not | should buy a game. 

Brent Newhall 

Great Falls, VA 


1) So that’s what that tearing sound from 
our archive of competing magazines Is! 
2) It’s still possible. It might happen. 
Stay tuned. 

3) | disagree with his letter, too. 

4) Just wait until we get the TIE Fighter 
versus Wing Commander III debates 
that will certainly be happening at this 
time next year. 

5) Yes, yes | could. 

6) Agreed. 

7) Sometimes, we run out of space and 
something gets left behind. We don't like 
to have it happen, but sometimes that 
occurs. 

8) Well, it’s a long story. Fundamentally, 
there is no difference, but we always 
kept them separate. That way, gamers 
with a CD-ROM could find the info on 
those games in one place while those 
who didn’t would find them easy to 
avoid. This may be something that even- 
tually changes over time. We'll let you 
know (and we will be incorporating 
scores in CD-ROM Entertainment with 
game reviews). 

5 revisited) Oh, you really want some 
hints? Ok, here goes: 

Tour 4, Mission 14: This one isn't that 
bad. Get your lasers and shields maxed 
as quickly as you can and take on all 
comers. The Advanced TIEs are a has- 
sle, but the Bombers are the real pain. 
Take them out ASAP. After about 6 min- 
utes, Imperial transports will hyperspace 
in. When they do, target one and make a 
beeline for it. Identify it. If it’s holding 
grain, that’s your mission. Leave. 

Tour 5, Mission 7: This one is harder. 
Again, Bombers will be the thing to 
watch out for. The Corvettes that are 
harassing the neutral freighters will be 
destroyed. Don’t worry about them. 
Save your torpedoes for the Frigate that 
pops in. Use all of your torpedoes and 
tell your wingmen to do likewise. Take 
out the Bombers, attacking other TIEs 
when possible. Once the Frigate is 
destroyed, make for the other one. This 
mission is tough, so take your time with 
it and hang in there. It can be done. My 
best score on this mission Is 24,070. 

For the record, my best score for one 
pilot, all proving grounds, historical mis- 
sions and Tours of Duty completed is 
1,361,386 with 1,722 confirmed kills 
including 7 Star Destroyers and a whop- 
ping 423 TIE Fighters and 402 TIE 
Bombers. | have a pilot on pace for 
about 1.5 million, too. 


14 COMPUTER GAME REVIEW 


WPAN ea ssestene= Ine 


First, | would like to thank you for a 
great magazine. | must save hundreds 
of dollars each year, which would other- 
wise be spent on mediocre games, by 
reading your magazine. | was wondering 
about several games’ release dates. 
When will Outpost be out, and will the 
CD version be in any way enhanced? 
Also, do Reiche and Ford plan to make 
a Star Control III? If they do, can you tell 
me when it will be out, and if Accolade is 
distributing it? 

| have heard that Wing Commander III 
will use the Strike Commander technolo- 
gy. Does this mean that Wing Comman- 
der will lose its easy control interface? | 
am the kind of player who can play flight 
sims, but hates them. | cannot stand 
games with manuals over 100 pages 
unless they are filled with something 
other than technical gibberish. The abili- 
ty to jump right in and start blasting fur- 
balls is a major factor in WC’s success. | 
would like to see WC’s easy interface 
applied to a good jet simulation, 
although the fact that most jets fire their 
missiles from 25 miles away and guns 
are rarely used dampens that possibility. 
Sorry if | rambled on, but | get to express 
my opinions so infrequently. Thanks 
again for a great mag. 

Mark Horowitz 
San Antonio, TX 


Outpost will probably be out by the 
time you read this, although computer 
software is notorious for slipping dates. 
The CD version will have some 
enhancements, mainly in the graphics 
as | understand it. | would love to see a 
Star Control Ill, but | have heard nothing 
about it at this time, and from what ! 
understand, Accolade will not be 
attached to said project should it materi- 
alize. 

| HAVE SEEN WING COMMANDER 
II| AND HAVE BLOWN UP SOME KkIL- 
RATHI USING THAT ENGINE! I'll give 
you a couple of tasty tidbits regarding 
WCIII here, but the real news will come 
next month. Anyway, the game plays as 
easily as any of the previous Wing Com- 
manders. The graphics are intense, par- 
ticularly the blueish shield corona that 
zaps across enemy ships when you 
shoot them. The flight sequences look 
seamless and pretty. The engine has 
been cleaned up some in that it’s easier 
to target and destroy enemy ships. | 
couldn’t get enough and was only con- 
vinced to quit when the very early Alpha 
copy | was playing quit on me. Needless 
to say, | was bummed. The interface 


may be subject to change, but what ! 
saw gave me the impression that WCIII 
would not be anything but an improve- 
ment on the previous Wing Commander 
games. As | say, the real story will come 
next month. 


A DirFeRING OPINION. . . 


If it were not for the excellent DOOM 
article in the Strategy section of May’s 
issue, | would have given up on your 
magazine outright. Now | may wait a 
couple more issues before deciding on 
whether or not to purchase your maga- 
zine again. | mean, in ten months, | 
could use that money to buy a game. 

Let me explain. When | first purchased 
my computer a year ago, | blindly stum- 
bled into the local software outlet and 
bought whatever looked interesting 
based solely on the game’s box. Unfor- 
tunately, | made a number of poor choic- 
es. It was not until a few weeks later, 
after shelling out wads of hard-earned 
cash, that | discovered the glorious pres- 
ence of computer gaming magazines. 
The reviews informed me of what to stay 
away from and what to look forward to. | 
soon realized that the reviews confirmed 
my suspicions that the games | had pre- 
viously bought were indeed trash. My 
gaming dilemma was over. Or so | 
thought. 

You reviewed Daemonsgate, giving it 
an overall score of 93, or something. 
Since I’m a huge fan of role-playing 
games, | thought this game must be the 
RPG to end all RPG’s, based on the 
wonderful review. But them | actually 
purchased the thing and almost retched 
at the quality of the game. | thought 
there must have been a mix-up at the 
manufacturer and they enclosed a crude 
beta copy or something. The control was 
so poor | thought something must have 
been wrong with my computer. lronical- 
ly, you gave Ultima VIII average marks 
in the May issue for poor control. Surely 
the reviews were mixed up on their way 
to the printer. 

| understand that you must review a 
huge load of games every month and 
you definitely are entitled to a few errors 
in judgement, but this blew me away. | 
later learned | was not the only dissatis- 
fied customer of this product. Your 
review was the equivalent of the 
Chavez/Whitaker fight. The judges’ huge 
gaffe in awarding the fight to an unde- 
serving Chavez cast an enormous cloud 
over the judging practices in profession- 
al boxing. The same applies here. Your 
review was so lopsided, one would think 
you owned stock in Imagitec. 


| apologize for the hostility, but | am 
still reeling from the huge miscalculation 
in the Daemonsgate fiasco. A standard 
must be set for games deserving of such 
high marks. The reviews in you maga- 
zine and others like it allow the reader 
and consumer to separate quality titles 
like Master of Orion from [lower echelon 
games] like Command Adventures: Star- 
ship. Daemonsgate fails in many 
aspects to call itself equal to similar 
genre games as Return to Zork, any of 
the Ultima titles, World of Xeen, and a 
few others. Fortunately, | found some 
gems such as: Links 386 Pro, Doom, 
Civilization, Aces of the Pacific, Wing 
Commander II, King’s Quest VI, BayWa- 
ree's Power Japanese and Medio’s 
J.F.K. Assassination. 

Thank you for your time. We all cannot 
agree on everything all the time, but a bit 
of consistency would be wonderful. 

Alex Koers 
Marysville, CA 


No one likes to get burned, and you 
obviously feel you have been. That’s 
alright, since we don’t proclaim to be the 
final word on anything. Our reviews are 
simply our opinions on a given product. 
The reason we have three people review 
each game Is that it allows for some dif- 
ferences in the overall opinion. We’ve 
had score differences of as many as 40 
points from one reviewer to the next. 

! disagree with your comments con- 
cerning Daemonsgate, and we knew 
when that review was printed that it 
might prove to be controversial. Dae- 
monsgate was very different from most 
RPG's in a lot of ways. There are people 
who like those differences and people 
who don't. We happened to find the 
changes (like the interesting magic sys- 
tem, the lack of numerical values for 
Skills and the number of conversational 
possibilities) refreshing. We knew others 
wouldn't, but again, we can’t allow our 
opinions of a game to be influenced by 
what we think the company who pro- 
duces the game wants us to say or by 
what we think our readers will feel. We 
go with our own gut. If there are those 
who disagree (and no matter what we 
say about any product, there are going 
to be people who disagree), that’s just 
part of being a critic. After all, as | said, 
our reviews are nothing more than just 
Our opinions. 

None of us owns any stock in any 
game company and none of us are on 
any payrolls other than this magazine. 
We have no vested interest in the suc- 
cess of failure of any product we review, 
although we naturally hope that the 


games we like will 
sell well. The fact 
that some of the 
hottest games of 
last year were cat- 
egorically panned 
by our staff of crit- 
ics indicates that 
this is not always 
the case. Also, 
didn’t they call that 
fight a draw? 
Whitaker still got 
robbed. 


PERSISTENCE 
Pays Orr... 


The following 
“letter” requires 
some explanation. 
We received four 
letters in the same 
two week period 
from one reader, 
so the following 
entry in this col- 
umn is sort of a 
compilation of all 
five... 


If you start 
reviewing anything 
besides computer 
games (3DOQ, 
sega, etc.) | will 
cancel. Pure and 
simple. 

Oh, by the way, 
how about you 
guys quit wasting 
your time reviewing 
games for the 
Macintrash? 
Shoot! It seems 
like | can pick out 
every game you 
review for the Mac 
just by looking at 
the dorky pictures 
you show of it. One 
would think by 


reading your mag- #4 


azine that the best 
games made for 
the Mac are Myst, 
U-Boat and 
TaskMaker... 
Besides, most 
computer game 
companies (Sierra, 
LucasArts, Micro- 
Prose) have closed 
up or scaled back 


a) CLT = 


ae 
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their Mac departments. . . 

| just read the letter entitled “Multiple 
Paths” in your May issue, and well, I'll try 
to make this short and sweet. 

You’re both right (gee, that sounds like 
a political soeech | heard last week), 
while | don’t think that the game should 
be so linear that there is only one solu- 
tion for every problem, | do, however, 
think that the game shouldn't keep you 
from experiencing certain parts of the 
game just because you choose to be a 
mage instead of a thief or said “yes” 
instead of “no.” 

It is pure fantasy to think that a game 
can figure out how you like to play just 
by opening a certain door like in the Indi- 
ana Jones and the Fate of Atlantis. Usu- 
ally, most people go for the most obvi- 
ous (and often the easiest) way through 
a problem. Just because Joe Game 
Player opens a door with a key instead 
of using a handy piece of glass to burn a 
hole in it and then inserts a bent clothes 
hanger in the hole, pushes it into the 
lock and turns it does not mean that 
he/she wants to play the “cake walk” 
version of the game. 

Case in point: when playing Quest for 
Glory, even though | have nearly maxed 
out all my skills (| have them all) | can’t 
do simple things like buy a sword or join 
the EOF just because |’m a thief. . . 

| would really like to see a section 
about things like the Wolf Edit Program 
or the infamous “Barney Patch” for 
Doom. Basically, tell us about all the lit- 
tle cool things that people hacked up in 
their spare time and give us a little back- 
ground on the stuff. . . 

Frankie Carle 

“Sierraboy” 

Warren, NJ 

P.S. Please excuse my writing; | went to 
public school. 


Ok, you’re excused. 

The current plan is not to cover 3DO, 
etc. because the bulk of you readers out 
there have told us essentially the same 
thing Frankie has: Cover it, and we will 
leave. 

As far as the Mac is concerned, | know 
you may not realize this, but | am a deadl- 
cated Mac user and Mac gamer. My wife 
and | just purchased a Quadra and enjoy 
it immensely. As far as good Mac 
games, you forgot the excellent pinball 
game Crystal Caliburn, the new conver- 
sions of Prince of Persia 2 and Populous 
2, Pax Imperia from Changeling Soft- 
ware, and Big Time’s Flight Comman- 
der. And, while some companies do not 
produce Mac versions of their games, 
some, notably Interplay, has an excel- 
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lent Macintosh line. 


Concerning more than one path 
through a game, | continue to disagree. 
There is nothing wrong with asking the 
gamer to choose one path or another. | 
understand your frustration with Quest 
for Glory, but it’s not a frustration born of 
making one choice or another, it’s a 
problem that stems from a logical fallacy 
in the game itself. Just because the 
gamer doesn’t see everything doesn’t 
mean he or she has been “cheated” out 
of part of the game. The gamer simply 
made one choice over another, just like 
in real life. And, certain paths are open 
to you and others are closed after every 
choice. For example, by choosing to go 
to the college | did and by selecting my 
courses the way | did, | cannot get a job 
as an engineer or an accountant. There 
is nothing wrong with gaming software 
reflecting the reality of life. It certainly 
makes the games more realistic and it 
makes the choices you make that much 
more important. Anyway, if it’s a real 
problem, you can always save your 
game before each major turning point 
and go back to where you were. That’s 
one reason why a lot of games offer 
more than one save position. 

We have considered and will more 
than likely implement a monthly column 
concerning what is going on as far as 
shareware games, patches and the like 
sometime before the end of the year. 


QUESTIONS. . . 


| am looking to buy a CD-ROM for my 
PC, and | was wondering if you could 
give me some insight. 

First of all, are there enough games 
being made exclusively for CD-ROM to 
make it worth my while? 

Second, | hear that game play isn’t as 
good on CD games as it is on PC 
games. Could you clarify this? 

Finally, is it worth it to spend $800 on 
a triple-speed CD-ROM drive when | 
could spend half as much and geta 
good double-speed? 

Before | end this letter, | would like to 
ask two more questions that have noth- 
ing to do with CD-ROM. | would like to 
know if the CES show is open to the 
general public, and if so, do | need to 
buy tickets? The reason why I’m asking 
is because | hear it’s going to be in my 
home town of Philadelphia next year. If | 
can get in, maybe I'll see you there. 

My final question is, are there any 
more medals in X-Wing that you need 
twenty thousand points in a single mis- 
sion to get, other than the diamond 
eyes? 


Last but not least (this is to you Priva- 
teer fans out there), if you love Privateer, 
then you'll love Righteous Fire. It's awe- 
some! 

Jason La Brie 
Philadelphia, PA 


In the order you asked ‘em, I'll do my 
best to answer ‘em. 

First, yes there are enough good CD- 
ROM games coming. Under a Killing 
Moon for one. Outpost, which admittedly 
is a simultaneous release CD/floppy will 
be worth it on CD-ROM. Shadow Presi- 
dent ‘95: CyberJudas will more than like- 
ly be a CD-only product and it looks 
tremendous. Harvester could be awe- 
some. At least it shows a lot of promise. 
Wing Commander III may be a CD-only 
product as well, and it will more than 
likely ship on two CD’s. Also, Interplay is 
heading toward CD-only as far as the 
company as a whole is concerned. 

Game play isn't really different. The 
main problem with CD games is that the 
access time for a CD-ROM is a lot slow- 
er than that for a hard drive, so some 
CD games have a tendency to slow 
down during play. 

Right now, probably not. | know that if | 
were making that choice, | would by a 
double-speed. Be warned, the quadru- 
ple-speed is on its way. 

The CES show has been opened to 
the public before in Chicago, and it is 
evident that it was an experiment that 
didn’t work. This year’s show (the last 
show in Chicago, at least for now) is 
closed to the public. It is true that the 
Summer, 1995 show is scheduled to be 
held in Philadelphia, but again, the 
chances of the show Officials allowing 
the public to attend are slim. If, however, 
you can recommend some good restau- 
rants in the greater Philadelphia area, 
we’d appreciate it. 

As far as | have figured out, the dia- 
mond eyes on the Kalidor Crescent is 
the highest military honor available in X- 
Wing. | have finished missions with 
scores about 30,000 after receiving the 
diamond eyes and have not been given 
an additional medal. | wish the game 
would award extras, though. I'd also love 
to see another add-on for X-Wing (there 
is space in the trophy case, after all), but 
with the release of TIE Fighter, the 
chances of twenty more X-WlIng mis- 
sions are negligible. 

Yep, Righteous Fire is darn good. That 
is, of course, if you felt it necessary to 
play through the plot in Privateer in the 
first place. Personally, | had more fun 
just flying around blowing up Retros and 
pirates. 
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$¥ledieval (Fngland 1268 A.D. 


n this time of castles and conquests the throne sits empty. Serfs are restless; 
rebellion is in the air. The Lords of the Realm invite you to join their ranks: 


Wt 19 
Bs 1185 


a eS Build your castles. Marshal your resources. 
a a a Test your troops in siege and battle. 


Behold! Your lands grow and your serfs prosper. Your armies swell and your 
castles dot the hilltops. On bended knee, your knights swear eternal fealty. 


So for the (rown. 
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Somewhere out 
there, your 
enemy’s fleet 
lurks. The waters 
have been quiet 
for too long. You 
suspect an assault 
on your frontier 
town of Angry Flames. What to do? 

Perhaps you want to build up its 
defenses. Since it has a shipyard, you 
can construct one or more of the twelve 
types of ship there. A stalwart Battleship 
or two to hold off the enemy, or perhaps 
a Cruiser or three if resources are tight. 
How about a few Destroyers to make 


The Grandest Fleet 
by QQP 


Game Summary 
Build the biggest fleet you can and 
pound the enemy fleet into flotsam. 
Conquer cities by naval invasion and 
manage their industrial and cultural 
resources and growth. 


Overall 91% 


Rating: 
SVGA, 3 Meg RAM 


Requirements: 
(for VGA, 2 Meg RAM) 
Sound Blaster 
‘ and compatibles 
Controller: Mouse, Keyboard 
Available for: PC and compatibles 
Designed by: QQP 
Distributed by: QQP 
Retail Price: $69.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


1-2 players 
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SHOULD YOU BUILD AN OPERA 
HOUSE OR A BATTLESHIP? 


DEVELOP NOT ONLY A MILITARY/INDUSTRIAL COMPLEX 
BUT ALSO CULTURAL ROOTS IN THE GRANDEST FLEET. 


How well does a carrier (and its fighters) fight 
against the other eleven types of foes? 

sure he doesn’t sneak some Sub- 
marines in, or some Submarines of your 
own? Carriers, whether heavy or light, 
are always good investments. No need 
to even consider the Transports; save 
those for your assault on his cities. It’s a 
shame your technological development 
has not been advanced enough to start 
building the Super Ships yet- they would 
certainly turn an enemy fleet around. 

But there are other ways to defend 
yourself. Examine the city itself. Is it of 
sufficient size to build an Early Warning 
Station? If in doubt, construct a few 
Forts along the shores. If you've built the 
ten universities necessary, you could 


install a Missile Base. Nothing puts a 
damper on an invasion like a triple 
mount of Cruise Missiles. 

Of course, this assumes that you 
haven't built an airport yet. Bombers 
make appealing recon units as well as 
anti-invasion forces. Other considera- 
tions include purely economic and cul- 
tural edifices such as convoys and 
downtowns; a larger city is a city more 
resistant to invasion. 

Welcome to just some of the decision 
making you'll be doing in QQP’s The 
Grandest Fleet. The object of the game 
is to conquer as many of the cities pre- 
sent on the map as possible. Your pri- 


Bhd 


A Battleship handily sinks a Destroyer from well 
beyond the Destroyer’s weapon range. 
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Manage the industrial and cultural growth of all 
your cities from one single screen. 


mary tool for this conquest will be a 
mighty fleet constructed entirely by you 
out of a range of ships. If you feel more 
comfortable with more Cruisers than 
Carriers, then build your fleet that way. 
The focus of the game, however, falls 
in developing your cities. Not only indus- 
trial but also cultural advances must be 
made, from universities and operas to 
repair docks and reactors. As cities get 
larger, they become eligible for more 
advances, and each contributes more 
and more to your overall strategy. 
Where to build your new Super Battle- 
ship, for example, may depend on a 
number of military and economic factors. 


A complete history of all a player’s battles is 
kept, allowing him or her to advance in rank. 


Other game options include random 
maps (user chooses relative frequency 
of cities, land masses, etc. as well as 
objectives, and starting points available), 
campaign play, detailed player history 
and a challenging Al (twenty-one levels). 
Several real-world maps and scenarios 
are included, such as the Falkland Cam- 
paign and The Battle of Northcape. 


Victory points can be mercurial. Watch the for- 
tunes of GOOD go down the drain. 


QaQP has done it again. The latest in 


their series of WWII-like wargames 
continues the best hallmarks of QQP 
(endless replay value, strong military 
theory, ease of play) while adding in 
elements that QQP has been building 
up to (very strong Al, unia 
nomic/cultural building pa 
Play is so simple and ye 
rewarding that anyone w 
leans towards liking wargame 
spend hours enthralled by it. 
random maps, no two gamg¢ 
ever be the same. Let me hasten to 
assure you experienced wargamers: 
there’s something to be feared from 
this Al. It's very difficult to beat even 
at the lower to middling levels, even 
when you seem to have the upper 


ame that 
has something for nearly everyone? 
Wargamers will like it, builder fans 
will like it, combat enthusiasts will like 
it, strategists will like it. This game is 
hot, and QQP deserves to reap what 
it has sown; it will come a 
Surprise and a tragedy if th 
make a proverbial boatload 
on this one. I’m happy to 
QQP has not gone the directio 
see so many other software ca 
nies have; they still wait to rel 
game to make certain that all of the 
game elements are as exacting as 
the designers can stand them. Okay, 
now that I’ve given all the acclaim | 
can foist off on QQP, down to the 
nitty-gritty of the game. | like turn 


which means that | might have held 
some slight bias against this game, 
had it not been for the lovely fact that 
Grandest Fleet is much more than a 
straight sim. There are also a ton of 
elements of builders in this gag 
the economics aspects of b 
your military machine. Graph 
minimalist though sharp, which 
surprising considering QQP’s histe 
and the genre of military gamg¢ 
Sound, particularly the general } 
music is very tasty, indeed! What 
helps this game dramatically is that it 
remains a challenge for several very 
important reasons. First, the game 
has a random map utility that gives 
you a different board (and thus differ- 


“based games, as they don't rush you 


ent strategies) 


hand. | love a builder that concentrates 
on turn-based tactical fighting, and The 
Grandest Fleet certainly follows 
through. Its strategic elements are not 
only strong, but also unique. There is 
nothing quite like the feeling of saving 
ns to be able to build an Opera 
city. If you play with the 
Super Ships option on, the 
omes a technological race as 
economic one. Woe betide 
ho doesn’t develop the Super 
ships first. Kudos to QQP for 
having enough faith in their game 
design to allow the player to customize 
nearly all of it, from random damage 
tables to the point of the game. 
Wargamers and building fans every- 


where will hear about this one. -Kevin 


into making stupid moves (a well-played 
chess game is much more interesting to 
me than a timed one). Combat is deadly 
simple: move one of your ships near an 
enemy and open fire. The game is cus- 
e beyond belief, right down to 
ye points you can inflict with 
The graphics are SVGA and 
s standard for QQP; howev- 
me can be played in VGA 
only a small loss in graphic 
hile the sound is okay, the 
General MIDI support is quite good (but 
somewhat balky if your system has an 
odd setup). The interface is mouse-dri- 
ven and doesn’t manage to annoy me, 
which speaks highly for the designers 
who implemented it. -Ted 


every game. Second, 
Grandest Fleet has tremendous Al. It 
will take you a long time to discover pat- 
terns that the computer will fall into in a 
given situation, if you can do it at all. 
The computer player is very wily, which 
that you’re only as good as your 
tory. Grandest Fleet is a well- 
>d and thought out piece of soft- 
om its interface through to its 
playability and replayability. The 
y historian in me appreciates 
inclusion of a couple of historical 
scenarios as well. Additionally, the 
game is very deep, allowing you to cre- 
ate huge, sprawling campaigns or tiny 
border wars. I'll play this long after I’ve 
quit playing prettier, more realistic simu- 
lations. -Steve 


COMPUTER GAME REVIEW 19 


wk te 
me f YZ \e 
iY “h | iN xg YD 
XN a — | 


wp\-\ 

BUN). a 
A AW 
mh te . 
is 


NZ 


Sr) 2 


Lit! Divil™ ©1993 Gremlin Graphics Software Limited. ©1994 Philips Media. All rights reserved. Why the heck are you reading this? Don't you have better things to do than waste good nerve endings on stuff only lawyers are supposed to read? Obviously, you need a Philips CD-i player 


Burn Cycle 


action video/computer hybrid, you play Soy Cutt 


is \we Or” ownloaded with a 24. ne Udita pe, 
\n i hose prain Ss been d one 24 NOUFS-til-yoy ‘rg. thieg 
\N computer virus. Coming this fall on CD-i ang ¢ Ust 


D-Roy 


_— ant ous 


Utt, a ' ur 
Grumpy little hornhead, wending V7.4. COW g 
a e rene 


2°yrinth of Chaos in search of the eT 
sides Floppy. (Optional Digital Video © 


Litil Divi 


wn oe 
con® aio” 


~ 
I 
| 
i 
I 
1 
1 
I 
I 
I 
I 
I 
! 
! 
I 
! 


O 
leq ¢ 


Our jo) . 
/Ob j 
fo, St 
Pt la ° Waste the mutants and hybrids who | 
es ‘SCapes, Expect to be taunted and teas 


‘Com 
79 this fall on CD-i (Optional Digital V' “ 


Mutant Rampage: Body S!@™ 


anabit \0 
ed DY in 
artt\ 


ost 
? hoe® 


ai 
e eo 


Most of what's on TV can be summed up in one word: lobotomy. Which is why Philips has come 


up with three new exclusive games. All with retina-searing graphics and 


c-—L>- i 


ear-bending sounds. Now that you know this, why just sit there when 
you have 9,462 anxious nerve endings just begging for the controls. 


For more input on Philips CD-i, transmit a signal from skull to fingers and dial 800.824.2567 


od 


PHILIPS MEDIA 


PCGR Reviews| 


I’m A CORSAIR NOW, WILD 


AND Freel 


SSI’s AL-Qapim: THE GeNie’S CURSE IS A PLEASANT 
EXCURSION INTO PERSIAN LORE. 


Sorcerer’s Isle, under the protection of 
Farid al-Mutan, commander of the giant 
efreeti genie Mirza Gubishbuskin, was 
under attack from a mighty army of ogri- 
mas and the undead. Al-Mutan raised 
his hands. “Great genie efreeti, my hon- 
ored servant, come at my command, aid 
your master Farid al-Mutan.” 

A fiery whirlwind appeared before al- 
Mutan. It grew, gathering sand and 
debris, then it burst apart as a thick col- 
umn of flame exploded from the earth. 
The great efreeti towered above the 
man, its arms crossed, a half-smile on its 
face. 

“Mighty genie, your presence here is 
most appreciated. | hope my call did not 
disturb you. But the situation is urgent.” 


BBY Eta is ote a a eu ankk SYLEK EE Sh. OP BV coher oh oir 


Isn’t it just like Mom to pester you about the 
shabby clothes you wear? 


Al-Qadim 
by SSI 


Game Summary 
You are Faroud al-Hazrad, a cor- 
sair who seeks to thwart the forces 
of evil from controlling the magic of 
the land and enslaving or destroying 


all of mankind. 


Overall 
386DX33, 4 MB RAM, 


VGA, DOS 5.0 
Sound Blaster, AdLib, 
Roland, Orchid 
Mouse and keyboard 
PC and compatibles 


Rating: 


Requirements: 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 


No. of Players: One player 
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mess I’ve made here! 


Al-Mutan bowed politely before the huge 
efreeti. “| command you to help.” 

The genie allowed his gaze to wander 
the surrounding scene of carnage, then 
slowly return to al-Mutan. He cocked his 
head to one side and said, very slowly 
and clearly, “No.” 

It was such a simple word. No genie 
had ever refused his master before. But, 
on this occasion, history crumbled in on 
itself. Al-Mutan could not possibly have 
known that only a short time earlier, the 
genie had been granted freedom from 
the slave-call of his master by an evil 
force, a force bent on the reigning in the 
power of magic for its own purposes. 
The genie soared high into the air, over 
the city walls, and vanished. 

Although the defenders eventually 
succeeded in overcoming the invaders, 
al-Mutan exiled himself away to his 
tower keep outside of the town, never to 
be heard from again. Now you, as 
Faroud al-Hazrad, must overcome the 
powerful evil that seeks to enslave the 
magic of the world. You will have the aid 
of some of the genies, but most are 
already under evil control... 


ee i G 
ee : : ‘ ie 
Ah, green must mean acid... Consult the local 
wizard for help on your quest. 


Interface * Playability * Graphics * Sound * Replay Value 


SO 390 8 S88 A4i 


| was very worried about Al-Qadim; 
everything | had seen up until the 
actual game had made me think 
“flop.” | mean, role-playing without 
choosing your character? One guy 
running_around in an.(watered down, 
Hollywoodish) Arabic world, Swinging 
a scimitar? Surprisingly, the whole 
Concept WOrkS pretty well Once you 
realize this is less AD&D than it is 
Prinée of Persia, tess Scheherazade 
than if 1S Disney. The! Storyline is 
good ana manages to captivate even 
a skeptical mind; the action 
sequences are good if a bit frustrat- 
ing at times. Don’t go into this one 
thinking it’s the next wave of fantasy 
role-playing; consider it an action 
game with a plot. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 


87 89 9S St 70 


Al-Qadim is something of a mystery. 
SSI was promoting it heavily through 
January ‘94, then suddenly it disap- 
peared from view. Usually when this 
happens, the company thinks it has a 
stinker on.its hands.and.doesn’t want 
to spend moreyad money than it has 
to. Al-Qadim Deats that myth; it’s 
quite goody although its very unusual 
for aa AD&D game. To begin with, 
you G@ont roll your Character stats 
and you dont adventure with a party. 
Quite curious for whatis Supposed to 
be a RPG. Al-Qadim is more akin to 
an adventure game with arcade 
action (Indy Jones & Temple of 
Doom type stuff). The graphics are 
good, and the music changes with 
each location. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 


88 84 So 69 41 


What | had seen of Al-Qadim had left 
me unimpressed. However, having 
played the game, |’m pretty happy 
with it. | was expecting a straight 
RPG, but this game includes some 
action elements. Combat, for 
instagée, iS arcadish, although your 
input amounts to moving and hitting 
the controlkey. While Lahink the story 
is maybe a little top-heavy with 
regard to honor and goodness, | did 
like the humor that was included in 
some of the comments and respons- 
es. The plot is interesting enough to 
keep you going. It’s not a pure RPG, 
more of a cross between RPG and 
adventure game. It probably won't 
last 1,001 nights, but it'll be fun while 
it does. -Steve 


Fall And The Whole Planets 
Going To Feel Alienated. 


Earth has some uninvited guests. Thousands of alien-blasting artillery. Chasing down futuristic 
violent, grotesque aliens have landed, forging UFOs aboard your Interceptors. 

a trail of murder, kidnappings, and terrorism But it'll take more than man-to-monster com- 
across the planet. As the leader of X-COM, the bat to defeat these awesome aliens. You'll 
nations of the world are counting on you to need a working knowledge of alien technolo- 
crush the alien menace. gy and solid battle strategy. They may be ugly, 
From bases around the globe, you'll pod the but they ain't dumb. 

deadly search and destroy missions recruiting X-COM from MicroProse. Get your copy today. 
and arming soldiers with laser weapons and Or the whole world’s going to regret it. 


A Division of SpectrunvHolmByte™, inc. 
© 1994 MicroRrose. ALL RIGHTS RESERVED: 


1-800-879-PLAY 
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EXERCISE MULTISPECIES 
TOLERANCE AND DIPLOMACY. 


GREET THE CUTE FUZZY ALIENS WITH A HAIL OF GUNFIRE 
AND A BATTLECRY AS YOU EXPLORE CORRIDOR 7. 


The year is 2012. A team of U.S. sci- 
entists has returned from one of the first 
manned missions to Mars with a small 
metallic artifact. This object is the first 
solid proof that life exists beyond our 
planet, and as such, it is of incalculable 
value. Scientists were elated at this dis- 
covery; the government took a much 
more cautious attitude. 

The object was rushed to a top secret 
underground research facility called 
Delta Base. It was taken through the 
intentionally maze-like hallways and test 
chambers of the base to its deepest and 
most secure laboratory, Corridor 7. 
There, it was subjected to a battery of 
tests that were unable to affect it in any 
way, yielding no information. In despera- 


This is a secure military base; you'll have to 
gain access keys to sensitive areas. 


Corridor 7 
by Capstone 


Game Summary 


Run around a 3-D world (licensed 
from Wolfenstein 3D) and kill aliens. 
Lots of aliens. Pick up keen weapon- 
ry and blow your way through more 
aliens until you kill the big one. 


Overall TAA 


386/16 or better, VGA 
2 Meg RAM, Hard Drive 
Sound Blaster 
and compatibles 
Keyboard, Mouse, Joystick 
PC and compatibles 
Designed by: Capstone 
Distributed by: Capstone 
Retail Price: $49.95 
Hard Drive Space: M 
No. of Players: 


Rating: 


Requirements: 


Sound Support: 


Controller: 
Available for: 


One player 
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Your handy-dandy visor comes with three 
flavors: infrared, night vision and normal. 


tion the scientists began bombarding the 
object with various types and levels of 
radiation. The object began to change. 

Most of the lab in Corridor 7 was 
destroyed. Humanoid aliens rushed 
through the object and seized the base, 
wiping out all personnel. The aliens 
began construction of a fortified base as 
a foothold towards invasion. 

As an experienced special forces 
marine, you have been given orders to 
enter the facility, proceed to the 30th 
floor and destroy the alien object. Cut off 
from the outside world by the thickening 
shield, you are humanity's only hope. 

Using a 3-D engine licensed from 
Wolfenstein 3D, Corridor 7 challenges 
the player to 30 levels of alien mayhem. 
Armed with few weapons at first, you 
must gather more while eliminating all 
aliens from the base. Aided by proximity 
mines, a motion/proximity scanner and a 
multispectral visor, you'll track and 
destroy hundreds of aliens. Search the 
base carefully for hidden areas and 
bonus levels, watching out for the mor- 
phing alien defenders. Destroy them 
before they destroy you. 


i 
Meee 


he (eeRcimimional il Wl aie! iy : ey Oe 
There’s a big goon squad on the other side 
of this (thankfully) bulletproof window. 


Interface * Playability * Graphics * Sound * Replay Value 


82 85 85 80 73 


Corridor 7 succeeds a little better 
than most Wolfenstein clones since it 
bothers to actually add some nifty 
features instead of just different 
graphics. The proximity mines are a 
nice touch,as is the_fact that health 
and ammo aren’t@ust lying around. 
That's justabout the only concession 
to logié, though, sincefyou Can't pick 
up th€ weapons the aliensware obvi- 
ously tiring at yOu, 6Ven though you'll 
get allen weaponry later in the game. 
Motion“si€knéss is a big problem for 
me when playing, but that flaw is 
even more evident in Wolf 3D; it's a 
common problem for me in games 
that don’t manage parallax well. Cor- 
ridor 7 is a good time for a shooter, 
but Doom it ain't. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 


95 94 86 86 82 


Corridor 7 is a much more logical 
game than Wolfenstein 3D: floor 


_ plans make sense, there’s very little 
_ Stuff laying around for you to take, 


ammo and medikits are in storage 
compartments in.the wall and secret 
doors¢areé Very, well Camoutlaged. In 
order 0 find the good stull (Weapons, 
magazines; etc.) you first have to find 
the s@eret doors; this makes a lot 
moré sénse than simply feaving stuff 
out In the Open for you to stumble 
across.“this*doesnt make it a better 
game, just more logical. The HUD 
map is a nice touch. Graphics are 
okay, sound is good, and playing the 
game is actually fun. Capstone will 
hopefully make more games that are 
this enjoyable in the future. -Ted 


Interface * Playability » Graphics * Sound « Replay Value 


os 80 84 92 


Those addicted to Doom may not like 
Corridor 7. This is because they 
haven’t played it enough. Corridor 7 
is a logical outgrowth of the Wolfen- 
stein engine. It includes things | really 
like. Forinstance, the.morphing ene- 
mies are very cool! like the,map that 
stay$ Up While you move Through a 
level’ Proximity mineéS.are a godsend. 
Glass walls that let you see enemies 
on thé other Side are,a nice addition 
as well. | also like that the game in 
many Cases*makeS togical sense: 
you only use medical kits or “health 
chambers” to heal yourself, and the 
monsters, when they target you, do 
lots of damage really quickly. If W3D 
didn’t make you queasy, Corridor 7 is 
worth your time. -Steve 
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WATCH THE FUR FLY AS RIF 
THE FOX GOES ADVENTURING. 


New Word COMPUTING’S INHERIT THE EARTH IS AN 
ADVENTURE GAME FOR ALL AGES. 


Long ago, before any Morph lived, the 
Humans ruled the earth. All we know of 
them comes from legends and cave 
paintings, from myths and artifacts. We 
know that they mastered the water and 
the wind, taking ships into the sky. They 
knew the Secret of Flight, the Secret of 
Happiness, and many other Secrets of 
which we have no imagining. We know 
they knew the Secret of Life, because 
we know they made us, the Morph; they 
gave us the Four Great Gifts—thinking 
minds, feeling hearts, speaking mouths 
and reaching hands. They taught us to 
read, to speak, to learn. We know they 
would have taught us the Secret of Hap- 
piness, too, if they had not left. Do 
Humans still live today, in the stars, 


Visit weird and powerful places and the weird 
and powerful people who live there. 


Inherit the Earth 
by New World Computing 


Game Summary 
Solve a mystery in a world of walk- 
ing, talking animals as Rif the fox. 
Interact with other cartoony animals. 
Solve puzzles and walk around a 
graphic, animated landscape. 


Overall 85% 


Rating: 
286 or higher, VGA 


Requirements: 

2 Meg RAM, Hard Drive 
Sound Blaster 
or compatibles 
Controller: Mouse 
Available for: PC and compatibles 
Designed by: The Dreamers Guild 
Distributed by: New World Computing 
Retail Price: $59.95 
Hard Drive Space: 
No. of Players: 


Sound Support: 


One player 
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Cast your gaze around the Known World in all its 
majesty. 


under the water, behind the wind? Was 
their fate good or evil. . . and will it befall 
us someday? 

Inherit the Earth: Quest for the Orb 
takes place in a familiar yet strange 
world. Humans have left Earth. In our 
place rule animals raised to near the 
form of man: the Elk, the Boar, the Fox 
and more. Each race has its own abili- 
ties and proclivities; some obvious (the 
belligerence of the Boars) and some not 
SO obvious (the extensive historical 
library of the Rats). 

The player is Rif the Fox, a young puz- 
zle champion falsely accused of stealing 
the powerful Orb of Storms. Together 
with his companions Eeah the Elk and 
Okk the Boar, Rif has only days to solve 
the mystery of the missing Orb. His 
quest will take him and his companions 
to the Wild Lands and beyond, through 
hostile territories and ultimately to the 
ancient ruins of the legendary Humans. 

Inherit the Earth features a simple 
point and click interface to aid play, 
dozens of puzzles, scores of conversa- 
tions and a self-rated GA for suitability 
for general audiences. 


2 
here and stare iat you tr 
a Something. 


~~ 


Interact with dozens of NPCs in conversations 
you direct. 


Interface * Playability * Graphics * Sound « Replay Value 


88 88 32 «24 35 


ITE isa simply crafted, elegant 
adventure game that is perhaps best 
Suited for younger gamers (8-14 
years). The graphics and sound are 
beautiful and genteel enough to 
entice the.low end of,the.age group, 
while play is robust enough to stand 
up to the rigors of Older gamers, 
including adults. My onlysebjections 
(besides my Standard dislike of the 
graphic adventure format) are that 
much of the 6nvironment is too large 
(boredom sets in while traversing 
screens) and too many locations 
have simple obligatory puzzles 
and/or mazes. My highest kudos go 
to the storyline and setting; creativity 
is an all-too-rare commodity among 
game designers these days. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
95 93 89 88 70 


While the puzzles are challenging 
enough for a more adult age group, 
the game itself will appeal to all ages. 
Inherit the Earth is a well-designed 
adventure game with a somewhat 
non-linear plot. Puns.and double 
entendres abound, making ITE a 
much more family-oriented product. 
Graphics and sound are good, while 
the interface is,excellent: New World 
obviously put a lot of thought into 
producing a game that WaS accessi- 
ble to alage groups. The only thing | 
would have liked to see is some nat- 
ural realism; a fox should be able to 
leap or dig under a cyclone fence. 
The introduction is about ten minutes 
long, and is definitely worth watching 
more than once. -Ted 


Interface * Playability * Graphics * Sound * Replay Value 


88 86 ee 50 


This is nice. What better way to intro- 
duce a child to the joys of gaming 
than with an intelligent, attractive 
game that will entertain them without 
frustrating them too much? Inherit the 
Earth is_that sort.of.game: designed 
with younger gamers in mind, but 
providing something adults will enjoy 
as well. I(S maybe a bit t00,simplistic 
in setting; elk are noble, boars are, 
well; boorish, ete. Still the graphics 
are V@rTY Preity, Control is easy 
enough for any kid to learn and the 
music is a treat. The introduction is 
great as well. New World is offering 
the CD for floppy customers, which is 
nice, since the voices in the intro are 
well done. All in all, this is a well- 
rounded package. -Steve 
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THe U.S. MARINES NEED 


YOUR HELP ONCE AGAIN. 


LEAD A NAVAL TASK FORCE AGAINST AN INSURRECTION 
USING THE MOST MANEUVERABLE AIRPLANE EVER. 


The Marine Corps’ AV-8B Harrier II is 
no ordinary aircraft. Cunningly fitted with 
movable wings and innovative jets, the 
Harrier can turn on a dime and literally 
stop in midair. The AV-8B is the most 
advanced Short Takeoff/Vertical Landing 
(STOVL) attack fighter in existence. It 
can land in the jungle like a helicopter; it 
can land on a carrier without fear of 
overshooting. It can’t, however, win a 
battle by itself. 

Flying Nightmares is based on the 
famous U.S. Marine’s Harrier jet 
squadron of the same name. It chal- 
lenges you to not only fly a revolutionary 
aircraft on a variety of missions from 
simple combat air patrol to the bombing 
of a heavily defended helicopter base, 


ee 


FLYING © ooo FLVN 
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Two missions are on the board. Fly either, 
both, or neither as you wish. 


Flying Nightmares 


by Domark 


Game Summary 
Command a full naval squadron 
featuring the AV-8B, more commonly 
known as the Harrier. Order strikes 
against a cruel junta and then fly 
some, all or none of the missions. 


Overall 
Rating: 


Requirements: 


84% 


68020 processor or better 
4 Meg RAM, 256 colors 


Sound Support: N/A 

Controller: Keyboard, Joystick 
Available for: 
Designed by: Domark 


rd, Joystic 
Macintosh 

Distributed by: Spectrum HoloByte 

Retail Price: $49.95 


Hard Drive Space: 6 Meg 
No. of Players: One player 
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This is not the best way to approach the 
carrier for a landing, even in a Harrier. 


but also to direct the entire U.S. Marines 
naval task force in their assault of East 
Timor, an island in rebellion. The player 
can command every element of the 
squadron from amphibious assault 
ships, warships, helicopter, troops and 
the Flying Nightmares squadron. 

As commander of the assault, you can 
set up strikes against whichever targets 
you prefer, using whatever resources 
you’d like. Your restrictions are few, and 
mostly logistic (limited number of Harri- 
ers, etc.). Once the targets are assigned 
(by you or the predesigned attack plan), 
hop into the cockpit of a Harrier and take 
her in. 

Perhaps you have several missions 
going on simultaneously (and you will). 
Hop from cockpit to cockpit without dam- 
aging the mission—computer pilots take 
over seamlessly where you left off. Com- 
mand a small strike into a heavily pro- 
tected area only when it’s over the flak 
zone; then relinquish control to com- 
mand a CAP flight that’s run into a bogie 
or two. Let the computer land or takeoff 
every plane, or none of them. The 
squadron is yours to fly. 
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Ground strikes are a breeze for a plane that 
can actually hover. 
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Not being a fan of hard-core flight 
sims, I’m somewhat surprised by the 
ease of play of Flying Nightmares 
(aka SVGA Harrier). The AV-8B is 
not a simple aircraft; but this package 
makes it.easy to fly. lve always been 
fond of ground, attack missions; the 
Harrier is wondertully designed for 
just SUCH SCcasions. Uniortunately, 
this Mac version is a touch slow on 
some screens, at least with Our sys- 
tem, which should certainly be ade- 
quate (Quadra 800,46 Meg RAM). 
Still, this is one of the better combi- 
nation strategy/flight sims. | love the 
ability to switch between cockpits of 
Harriers in order to just fly the good 
parts of the missions and avoid little 
details like carrier landings. -Kevin 


Interface * Playability * Graphics * Sound « Replay Value 
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The game you are about to play is 
almost the same as Domark’s SVGA 
Harrier; only the keys have been 
changed to protect the identity of the 
Macintosh. Due to the nature of the 
Macintosh,..joystick.control.is some- 
what wnigue. As | said in my Decem- 
ber review for SVGA Harrier, the 
game play is swell, but this is not a 
great game. For some odd yreason, 
the game’s designers decided that 
Harrier pilots should be able to hear 
their engines running and guns firing, 
but not their missiles launching. If 
you own a Macintosh and you like to 
play games, you’re probably wishing 
you had bought a PC. However, if 
you do own a Mac, this game seems 
likely to be bought. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 


84 81 So. «= sCf8 88 


What can be said about Flying Night- 
mares that hasn’t already been said 
about SVGA Harrier? Not a whole lot, 
other than the fact that this game 
plays on the Mac. As with its earlier 
PC incarnation, this game has decent 
graphics and game play. For those 
who really want to get‘involved with 
the life and death oftheir jets, the 
campaign mode offers everything 
from plotting your waypoints to 
pulling the trigger. For those like 
myself ‘who just want to blow some- 
thing up now and again, the quick- 
start option lets you get in the air 
without knowing a lot more than a 
couple of keystrokes. Joystick control 
is more than a bit loose, but it’s better 
than the keyboard. -Steve 
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There! Below 
you, you see the 
bronze decks of 
the Soryu, a 
Japanese Carrier. 
Finally, the search 
is at an end. Wave 


Pacific Strike 
by Origin 


Game Summary 
Become the hero of the Pacific 
battles of WWII. Take a personal 
part in Midway, Coral Sea and many 
more, swinging the war one way or 
the other singlehandedly. 


Overall 90% 


Rating: 
486 or higher 


Requirements: 
4 Meg RAM, VGA 
Sound Blaster 
and compatibles 
Keyboard, Joystick, Mouse 
PC and compatibles 
Origin 
Electronic Arts 
$69.95 
24 Mec 
One player 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 


No. of Players: 


COMPUTER GAME REVIEW 


Between missions, relax with the other pilots. 
Give and receive advice and gossip. 


after wave of enemy fighters have 
assaulted you, turning nimbly around 
your ponderous Devastator, scarring 
your wings with cannon fire. Only luck 
and skill ensured that it was they and not 
you who spent the last moments of their 
lives screaming, burning, twisting 
towards the placid Pacific two thousand 
feet below. Now the remnants of your 
squadron dive towards the carrier as she 
cloaks herself in bitter flak and begins 
turning away. Then, your wingman 
screams as his plane explodes in a ball 
of fire, his death shout echoing in your 
ears: More Zeros! 

WWII aviation was not for the squea- 
mish. Fast, maneuverable, the fighters 
of this era could chew steel from one 


THE FATE OF 
AMERICA IN 
THE PACIFIC 
DEPENDS ON 
YOU. 


FLY WELL AND WWI 
ENDS EARLY. IF NOT... 


Taking off from the Enterprise over the beautiful 
Coral Sea. But will you make it back? 


another while the bombers carried pay- 
loads large enough to crush a battleship. 
Without radar, without computers, com- 
bat depended upon the ability to see the 
enemy and react to him before he saw 
you. Many lives were ended in a hail of 
machine gun fire or in the rough 
embrace of a stormy ocean. 

In Pacific Strike, however, you’re not 
just flying to save your own skin. From 
the trauma of Pearl Harbor on through 
the full war, you’ll be leading the U.S. 
Navy by example. Fail to connect with 
those carriers at Midway, and the war 
will shift course. Lose attention on a 
Combat Air Patrol, and the Enterprise 
herself might be sunk. Lead your 
squadron well, because the fate of a 
nation rests on your shoulders. 

Before every mission, you'll have the 
chance to chat with a fellow pilot or two. 
Assess their abilities and potentials 
while swapping gossip and tips. Watch 
the war progress as well; you'll get indi- 
rect hints of how well you’re doing from 


For now, he’s your CO. Make a couple of promo- 
tions, and you'll be giving the briefings. 


ional’ Medal of “Hancr 


Perform like a hero and you'll be treated like 
one. The entire war hangs upon your success. 


the galley newshound. 

In the air, fly more than seven differ- 
ent types of American planes against 
over a dozen Japanese designs. Match 
bombers, fighters and torpedo bombers 
against each other in massive battles. 
As you progress in rank, you'll be given 
the choice of planes to fly. By the rank of 
Lieutenant Commander, you'll be giving 
the briefings and designing the missions 
yourself. 

Hone your skills at air, sea or ground 
targets with the instant action option. 
Choose any of the American or Japan- 
ese planes included in Pacific Strike and 
fly them against your choice of enemies. 
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Stay in contact with the rest of your squadron 
during a mission, or demand radio silence. 


Also available from Origin is the Pacif- 
ic Strike Speech Pack, which gives actu- 
al digitized voices to all the characters in 
the game from the calm assurances of 
the Enterprise to the frenzied screaming 
of Japanese pilots. 

Pacific Strike is voluntarily rated by 
Origin as MP-13 due to the strong lan- 
guage content. 


Make a torpedo run on a destroyer. Level out 
and pray your single torpedo will hit. 


3 Playability 
67 90 
Pacific Strike is a thoroughly engag- 
ing game about WWII naval air com- 
bat. It is not a flight simulator. This 
difference is by design; PS is as 
much about exact models of flight as 
Wing Commander was about astro- 
physics. That’s not the point 
The point is to fly reasonable f 
les of historical planes in a ci 
cally altered history of WWII. 
ists, hide your heads in shame. 
delivers good game play for thos 
us who don’t mind downing 
Zeros and sinking three carriers on 
the same mission. The game is about 
being a hero, not using rudder pedals 
correctly. As such, it’s marvelously 
entertaining. Drawbacks are few: 
most revolve around your need of a 
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lf | hear even one person complain- 
ing that the planes in Pacific Strike 
don't act like the real planes, I’m 
going to hunt him down and sit on his 
head. Origin has turned out another 


winner as far as overall enjoyability 
goes; its drawbacks are few 
powerful. Pacific Strike is 
to be a true-to-life flight si 
it's essentially a shoot-em- 
the lines of X-Wing. You fly 6 
individual mission basis, scg 
points for kills, not style. The géne 
characteristics of each plane have 
been included (you'll never outrun a 
Zero in a Dauntless, for example), 
but these characteristics don’t weigh 
heavily on game play. Sure, being 
outmanned and outgunned stinks 


Interface ¢ Playability ¢ 
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Pacific Strike cleans up some of the 
problems | had with Strike Comman- 
der and introduces no new ones. The 
game reacts a lot quicker than SC 
did, particularly in combat. It still 
takes a long while for a mission to 


load up, but once in flight a 
not using an overabund 
detail, the game plays very 
Of course, we were also run 
a 486/66. One thing | very 
enjoy is the ability to just take 
airplane, choose a mission, 
fly it. It would have been nice if you 
would have received some sort of 
mission debriefing when finished, but 
it's not essential and | can live with- 
out it. What’s more important is that 
Pacific Strike is entertaining. Ok, so 


Graphics - 


Graphics «| 


Graphics « 


Sound e Replay Value 
very aT ston to get this mon- 
ster to run with any visual detail turned 
on. My other beef is that it was awful 
nice of the designers to talk about 
allowing the player to design his own 
missions, but it would have been nicer 
them implement it. All the player 
is assign numbers and types of 
to preassigned waypoints. Then 
e a briefing to the other pilots 
ord-for-word what your CO told 
ill, it's fun pretending to call the 
f you’ve been interested in WWII 
naval aviation, but don’t care for flight 
sims with 1000 page manuals, take a 
look at PS. If you’ve got the system to 
run it and are relaxed enough about the 
history of aerial warfare and WWII, you 
will enjoy this game. -Kevin 


Sound ¢ Replay Value 
Se 
sometimes, but that’s life, folks. You'll 
fly a lot of missions where your oppo- 
nents are quicker and more maneuver- 
able, but this just means that you have 
to fly better. Practice makes perfect. 
One of the aforementioned drawbacks 
ame’s sound: engine noise is 
but it cuts out when you fire 
. This is mildly annoying. 
the graphics, in that they are 
ot great. The cut scenes are 
but they are just eye candy 
- | flew this sim with several dif- 
ferent joysticks, and I’m impressed by 
the configuration control in the game. 
Each joystick responded slightly differ- 
ently, but based on other tests, these 
sticks should have been reacted quite 
differently. -Ted 


Sound ¢ Replay Value 
Pe 

it's not a realistic simulation. Who 
cares? If you’re that uptight about real- 
ism, take flying lessons. PS is a game, 
for goodness sake, and that’s exactly 
what it plays like. | pulled off stunts and 
did things that a normal aircraft of that 
dn’t do and | had a wonderful 
it. If you want realism, seri-. 
‘t look to this game. If you 
ething that’s really just an 
pretty action game with an 
Dlot, Pacific Strike is your cup 
gn. The sound is good, but not 
Senerg the graphics are stunning, the 
story is tight. More than anything, it’s a 
blast. Be warned, the language is 
Strong, and the pilots say things that 
may offend those prone to political cor- 
rectness. -Steve 
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Available 
for Sega CD, 
PC CD ROM, 

and 3D0 
at your local 

retailer. 
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It’s D-Day. YOU KNOW 


WHAT THIS IS ALREADY. 


THe ALLIED INVASION OF EUROPE COMES TO YOUR 
COMPUTER WITHOUT NEED FOR EXPLANATION. 


June 5, 1944. Thousands of German 
soildiers roam the beaches of Nor- 
mandy, ever alert for the possible Allied 
invasion of Europe. Scant miles away, 
across the English Channel, British Gen- 
eral Montgomery readies his men for the 
most famous amphibious assault of 
World War Il. 

As day breaks on June 6, you take 
command of either the Axis or the Allies. 
Can you drive the German line back and 
establish a foothold strong enough to 
repel counterassaults? If so, the eventu- 
al demise of the Reich is assured. As 
the Axis, can you keep such a foothold 
from being secured? Driving the Ameri- 
can, British and Canadian forces back 
into the sea is the only way to preserve 


The Micro-Miniatures battle system controls and 
shows results in real time play. 


D-Day 


by Impressions 


Game Summary 
Strike at Fortress Europe in the 
most famous amphibious assault in 
history. The last year of WWII is in 
your hands. Will Berlin fall early or 


rota see 


Overall 
Rating: 
286 or better, VGA 
640k, Hard Drive 


-Requirements: 

Sound Blaster 
and compatibles 
Mouse, Keyboard 
PC and compatibles 
Designed by: Impressions 
Distributed by: Impressions 
Retail Price: $69.95 
Hard Drive Space: 

No. of Players: 


Sound Support: 


Controller: 
Available for: 


1or2 players 
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A week into the invasion and the Allies are 
advancing slowly into France. 


Berlin from capture. 

Play begins for either side with the 
actual resources and positions available 
during the historical campaign. Select 
from actual historical personalities under 
your command: Patton, Rommel, Mont- 
gomery and Bradley. They perform 
according to their actual capabilites and 
personalities. Use them to drive through 
a turn-based tactical campaign, manipu- 
lating the abilities of dozens of types of 
company-sized units (including naval 
and air units) across a theatre of war 
that ranges from England to Italy to the 
Spanish border, all the way to Berlin. 

When your units clash with the 
enemy’s, play out the conflict in full- 
screen high resolution, real-time battles 
featuring the Micro-Miniatures battle sys- 
tem. Choose autosetup and quickfight 
options for the minor battles, or fight 
every combat controlling the artillery, 
tanks and infantry units yourself. 

Players may also set different victory 
conditions (varying points gained for tak- 
ing cities and winning battles), allowing 
for some variation from the rigidly histori- 
cal scheme. 
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View the numerical results of the battle and 
judge your handiwork. 


Interface * Playability * Graphics * Sound « Replay Value 
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Like its predecessor, The Blue and 
the Gray, D-Day is a slow-moving 
turnbased tactical wargame with a 
cold, unfriendly interface and bland (if 
clear) graphics. The big sell of this 
series of games_is the Micro-Minia- 
tures Dattles, which | find slow, 
unwieldy-and not very interesting. In 
addition, players aré shackled to the 
events of D-Day—you Can tchoose 
not to ome onto the, Gold-Juno- 
Sword afeas, orto land in/Belgium 
instead. The game devolves into rep- 
etitious moving of stacks of units over 
other stacks. | like the ability to name 
each battle, but that’s a minor con- 
cession to player creativity in this oth- 
erwise lackluster exercise in clicking 
and dragging. -Kevin 
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Ah, the shackles of history. D-Day is 
just what | expected it to be: a com- 
panion piece to The Blue and The 
Gray with different tactical situations 
and different weapons. Game play is 
turn-based and uninteresting, and the 
intefiace Suiféus from the same 
unwieldiness aS B&G did. Some fairly 
interesting historical notes are thrown 
in, but | Would have liked 10 Try carry- 
ing ou/the invasion of Europe from 
someplace other than Normandy. 
The Miero-Miniatures combat inter- 
face is not something | like to dwell 
on, but other gamers may find it a 
pleasant diversion from standard 
wargaming. Even though the graph- 
ics are fairly crisp, the game remains 
bland. -Ted 


Interface * Playability * Graphics * Sound « Replay Value 
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| thought The Blue and the Gray was 
maybe a bit soulless as a wargame, 
and D-Day suffers from some of the 
same problems. | am not sold on the 
Micro-Miniatures aspects of the 
game, but when battles.are played 
without Usingathis feature, they are 
completely bland. On the other hand, 
the tutorial iS very good, and once 
gong through (as a Quick refresher 
course), |) found the game played 
easily and without a hitch. A bit more 
freedom would be nice; but it’s not 
that big of a worry that | can’t invade 
Nice from Sicily. This is not a good 
place to start a wargaming hobby, 
but for enthusiasts of military sims, 
D-Day will offer many hours of satis- 
fying diversion. -Steve 
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The most highly detailed ballparks ever to be created. 
Each park consists of 9 full screens. 


Season Replay, Strategy Sheet, Head to Head vs. 


ps 7 Human & Computer, and True Modem Play with Chat Mode. 


JOEY CORA 


Contains full rosters for all 1993 teams with over 40 
categories of batting stats and over 30 categories of pitching 
Stats per player. 


| STRIKES 
POMP OSC ONS ee 


3 Draft module with “Computer Draft” Option, Trade 
lower os + cos : module, Team editor module and League Set Up module 
” , iia including the NEW 1994 Division Alignment. 


The sharpest detailed 
animation ever ina 
baseball simulation. 
Includes both 
Simulation and 
Arcade 
modes. 


ROBIN VENTURA 


N Screens may vary. : 
if Micro Sports Inc. e One Northgate Park ¢ Suite 103 e Chattanooga, TN 37415 
ereri: 1-800-937-7737 


Watci SODOM AND/OR 
GOMMORGAH PERISH AGAIN. 


Seno Los ANGELES AND SUBURBS TO HELL AS THE 
EARTH ITSELF SWALLOWS THEM UP IN THE BiG ONE. 


Are Los Angeles and the U.S. Govern- 
ment prepared to handle the Big One? If 
(and when) the San Andreas fault (or 
any other fault near L.A.) creates an 
earthquake of near-Biblical magnitude, 
will current resources and plans be 
enough to stem the tide of destruction? 

The Big One starts with an accurate 
model of the L.A. area constructed from 
actual geological data. The player 
selects a historical quake, such as the 
January 1994 Northridge quake, or 
selects a fault and Richter magnitude. 
The computer can also produce a ran- 
dom magnitude quake. 

The player must then control the dis- 
aster relief organizations. Hundreds if 
not thousands of people will be made 


Eile Simulation Tool View YWindow Help 
= 


=== =e 


Bom te] F iol: 


fi 


a ii i 


it 


Send police units to quell rioting or evacuate 
damaged structures, like this dam. 


The Big One 
by Swfte 


Game Summary 
Watch L.A. disintegrate into dis- 
ease, riots, flames, toxic explosions 
and utter societal, infrastructural 
and economic collapse, but, unfortu- 


nately, not for real. 


Overall 
Rating: 
386SX or higher, VGA 
Windows 3.x, 2 Meg RAM 


Requirements: 
Windows compatible 
sound cards 
Controller: Mouse 
Available for: PC and compatibles 
Designed by: Swite 
Distributed by: Swite 
Retail Price: $49.95 
Hard Drive Space: 4 Meg 
No. of Players: One player 


Sound Support: 
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The BigOne 


o 
Sante Monica 


Pick a Suilk, any fault. ehooss location anil mag: 
nitude, or have the computer do it for you. 


homeless. Thousands more are wound- 
ed, perhaps dying. Fires sweep the 
brush and the crowded city. Dams will 
crack and possibly break; shattered 
sewer lines spread disease as ruptured 
gas lines produce deadly fireballs. Mil- 
lions of people will be counting on you 
to lead the minimization and cleanup of 
the damage from the Big One and 
restore L.A. to order. 

As mayor of L.A., call upon police and 
National Guard units to stop civil unrest, 
evacuate crippled structures and protect 
other civil workers in dangerous areas. 
Fire crews are essential to prevent fires 
from spreading and to containing toxic 
spills and worse. Command the con- 
struction of field hospitals and shelters 
for the thousands you'll have to evacu- 
ate while ordering ambulances to stop 
the spread of disease and treat the 
wounded. Transportation crews will 
rebuild the shattered highway system to 
aid the other efforts while city utility 
teams restore power, water, gas, phone 
and sewer service to a battered popu- 
lace. You have seven days to restore 
order: all depends on you. 


Casualties are already severe, and you’ve barely 
had time to assess the damage. 


interface ° Playability * Graphics * * Sound « Replay Value 
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No one can accuse The Big One = 
not being creative. The concept here 
is a good one; | like fiddling while 
L.A. burns. Unfortunately, too many 
details are glossed over in the name 


of ease- do is click- 
and- ems and 
wait e gone 


usually 
er plant 


the suaine is built upon appears to 
have a good amount of detail, none 
of that detail bleeds through. Thus, 
long-term play is hurt since the only 
thing that changes is the location of 
the damage. -Kevin 
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The idea of setting down a scale 12 
earthquake in downtown L.A. filled 
me with a certain sense of glee. 
Unfortunately, it’s only a simulation, 
and your primary mission is to clean 


bit, the 


mitigated by the game’s time limit of 
seven days; eventually, it all comes 
down to political effectiveness. 
Graphics are tepid and sound is limit- 
ed. The Big One is definitely a curios- 
ity-oriented title. -Ted 


Interface * Playability * Graphics * Sound » Replay Valu e 
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While there would have been some 
satisfaction in letting Los Angeles 
and the surrounding area burn down, 
| have to admit that saving it was 
even more fun. The Big One is not a 


tre Stretch, it is 
mor damage 
contre that it’s 
too simpli looters, 
send fire e crews 
to pow ditionally, 


the “t etty slow— 

sd-ten minutes for 
one game to cycle through three 
days to get to the end. The sound is 
very annoying. Overall, The Big One 
is worth playing now and again. A 
more detailed game on a similar 
engine could be great. -Steve 
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RETURN TO THE GLORY OF 
THE POSEIDON ADVENTURE. 


A LARGE CRUISE LINER HAS STRUCK AN ICEBERG, AND 
ONLY ONE MAN IS IN POSITION TO SAVE THE DAY. 


The waters of the north Atlantic are 
cold and treacherous. A large ship, the 
S.S. Lucifer, has been holed by an ice- 
berg off the east coast of Greenland and 
is taking on water too quickly to stay 
afloat. Her cargo Is at risk. 

But a lone hero is waiting in the wings. 
From his tiny isolated Sea Rescue Sta- 
tion off Iceland, Rork Storm leaps into 
action. Swiftly maneuvering his Explorer 
Class Submersible to the site, he discov- 
ers the Lucifer listing badly, doomed for 
certain. As he enters the ship, Rork dis- 
covers the true depths of the problem: 
the cargo has broken loose. 

Running amuck in the emergency 
lighting, hordes of Dim Passengers dash 
madly in all directions. They are invading 
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Gt PRESS FIRE TO CONTINUE 3 


Sink or Swim offers sixty levels of puzzles, from 
the stern to the bow. 


Sink or Swim 
by Merit Software 


Game Summary 
Be the hero as a Cruise liner slowly 
sinks to the bottom of the Atlantic. 
Herd Dim Passengers like sheep to 
safety, avoiding fires, errant machin- 
ery and drowning along the way. 


Overall 81% 


286 or better, VGA 

1 Meg RAM, Hard Disk 
Sound Blaster 

and compatibles 
Keyboard, Joystick 
PC and compatibles 
Designed by: Zeppelin Games 
Distributed by: Merit Software 
Retail Price: $29.95 
Hard Drive Space: 7.5 Meg 
No. of Players: One player 


Rating: 


Requirements: 


Sound Support: 


Controller: 
Available for: 
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The Dim Passengers will be drowning soon if 
you, Rork Storm, don’t save them. 


the engine room, fleeing the numerous 
fires on the ship. Pistons snap like twigs 
all over the ship, slowing the bailing of 
the torrent of ice water even further. 
Pipes have burst, sending scalding 
steam hissing into the bowels of the 
ship. All the while, thousands upon thou- 
sands of gallons of frigid water pours 
into the hull, drowning Dim Passengers 
by the score. Rork could just make a run 
for it- but he isn’t that kind of hero. 

Instead, he begins to herd the Dim 
Passengers towards safety. They run 
about in a wild panic, operating from a 
very very deeply buried survival instinct. 
They'll climb away from the rising water, 
but that’s the extent of their instincts. 
They need Rork’s help to avoid steam 
jets, crushing machinery, vats of acid 
and other damaging features filling the 
Lucifer’s hold. 

Sink or Swim is a multilevel puzzle 
game that challenges the player (con- 
trolling Rork) to manipulate conveyor 
belts, magnetic cranes, and other tools 
to save the extremely Dim Passengers. 
Sixty levels of varying difficulty will keep 
players busy for some time. 
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Ah, the joys of watching Dim Passengers wriggle 
through tiny hatchways. 


Interface » Playability * Graphics * Sound * Replay Value 
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Don’t tell me you didn’t read the 
description of this game and look at 
the pictures and say to yourself, 
“Look! A Lemmings knockoff!” If you 
didn’t, you’ve never seen Lemmings. 
That’s whatSOS is, a.modified Lem- 
mings*style puzzle game with less 
aplomb and charm its decent 
enough; itieertainiy haS plenty of lev- 
els. BUt MOSt levels require that you 
waste at least one life in order to 
scout ahead, just to see what needs 
to be done” The fterface is not 
dynamic enough either; options and 
password screens can only be 
accessed at certain points. SOS is 
cheery enough for light entertain- 
ment, but serious players won’t miss 
much if it sinks instead. -Kevin 
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Sink or Swim is a game of logic and 
frustration. While it has a certain 
appeal as a Lemmings-style game, 
the sheer lack of intelligence of the 
characters you’re supposed to res- 


cue has led to stress-induced 


migraines. The game iS Enjoyable as 
long as youre more“oi a type B per- 
sonality: a bit messy and given more 
toward €¢reative solutions than logical 
ones. My favorite feature is one that 
will probably Be Overlooked by most 
people, and that is the Jevel codes 
(buy the game to find out what they 
are). Sink or Swim is cartoonish, and 
the music and sound are pretty aver- 
age. Sink or Swim is fun, but try not 
to put your blood pressure over the 
top. -Ted 
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Sure, it looks like Lemmings, and it 
sort of plays like Lemmings, except 
that you actually control one person 
in a dangerous environment. Sink or 
Swim (convenient how that shortens 
to SOS) .iS, in spiteof its subject 
matter, a lightheatted game. Graph- 
ics are cutesy as is thé music. It’s 
also ‘pretty good. | did Nave to get 
usedeto not hitting the escape key, 
sincé that drops you to DOS instant- 
ly, but other than that, the interface is 
a snap. Some of the"puzzles are dev- 
ilishly difficult, which | admire in a 
puzzler. SOS will not replace any 
classic games in anyone’s library, but 
if you enjoyed Lemmings or Lost 
Vikings, SOS will more than likely 
float your boat. -Steve 
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“Word Puzzles brings the puzzle 
"A classic compendium of fun ee 0 ae a pg . a 
_ computer word play." Slick, colorful program tha 
eliminates the tedium of puzzle 
Bill Kunkel, Executive Rditor, solving and lets you concentrate 
_____ Electronic Games. on the solutions themselves.” 
Russ Ceccola, Associate Editor, 
Electronic Games. 


Over 200 puzzles to challenge even the For IBM PCs and all true compatibles. 
most demanding solver. Easy to erase Made in USA. 


your mistakes or ask the computer for Villa Crespo Software, Inc. 7 = 
hints. Vivid animated SVGA graphics 1725 McGovern Street Villa Crespo 
s . Highland Park, IL. 60035. SOFTWARE 
(VGA and EGA also included). Lively Hope ll Tcash el tioares Geller beret Sr 
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UNRAVEL THE MYSTERIES OF TRIVIA USING ONLY THE 
BEGINNING AND ENDING OF THE WORDS. 


Guesswords is an Age-Friendly™ word 
and trivia game which challenges your 
knowledge of topics like Academy 
Award winners, TV Programs, Artists, 
International Cities, Writers, Tennis, 
Hockey, Football, Science Fiction and 
more. Up to four players can compete, 
matching trivia skills for points. 

After selecting a topic, players are pre- 
sented with a criss-crossing array of 
blank squares. Each represents a word, 
name or phrase related to the topic; the 
number of words and phrases present is 
selected by the players. All are blank 
except for the first and last letters of 
each word. From these clues and these 
clues only, player must deduce the tar- 
get word. Correct solutions earn a player 
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Using the given letters as a suldeline, beat your 
opponent(s) to the answers. 


GUESSwords 
by GIC Software 


Game Summary 
Test your ability to identify a wide 
variety of trivia items based on their 
first and last letters. Stumble through 
poorly constructed and confusing 
crosswords without clues. 


Overall a 8% 


386 or higher, VGA 
Hard Drive 


Sound Support: PC Speaker 


Controller: Mouse, Keyboard 
Available for: PC and compatibles 
Designed by: GIC Software 
Distributed by: GIC Software 
Retail Price: $44.95 
Hard Drive Space: 1 Meg 
No. of Players: 1-4 players 


Rating: 


Requirements: 
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The topics shown here are the base topics avail- 
able plus the first expansion set. 


points. Each player, in turn, attempts to 
solve a word; incorrect solutions do not 
penalize beyond the loss of an opportu- 
nity. If stumped, players may use a hint 
feature that will reveal a letter in the cur- 
rent word. While helpful, this hint 
removes the scoring potential of that let- 
ter from the word. A bonus word can 
also be present, doubling the player's 
score when discovered and solved. 

The topics included in the Basic Game 
are Animals, Sports Terms, Famous 
People and Geography. Each of these 
topics is subdivided into a few specific 
subjects like Birds or U.S. Cities. Exten- 
sion sets are available to expand these 
topics: #1, Family Challenge (Movies, 
Sports Terms II, Politics and Entertain- 
ers); #2, Entertainment (Television |, 
Movies Il, Entertainers Il and Songs); 
#3, Science Fiction and Horror (Movies 
Ill, Horror Books, Sci-Fi Books and Sci- 
ence Fiction |); and #4, Something for 
Everyone (Sports Pro Teams, The 
Comics, Songs || and Geography Il). 

GUESSwords and the Extension Sets 
are available from GIC-Software, P.O. 
Box 1353, Los Gatos, CA 95031. 
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Call for a clue when stalled, but beware, it costs 
you the points you’re working for. 
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GUESSwords began with a good 
idea and progressed no further. No 
time was spent on graphics, sound or 
entertainment. What hidden software 
functions require a 386 or higher? 
Solving all. the world’s.problems, per- 
haps, since NO pfocessing power 
could¢ possibly have been used on 
this “game.” Words coagulate togeth- 
er and cross poorly; without that 
basic amenity, the game is a blase 
exercise in guessing and using the 
hint keys. | @m not as Subject to the 
siren call of word games as Steve 
and Ted are, so | can’t say | found 
any portion of the game enjoyable. 
It’s touted as all-ages family fun, but 
personally I’d rather stare at a blank 
coffee table and slowly drool. -Kevin 
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Remember the Joe Walsh album 
titled “You Bought It, You Name It’? 
This game ought to be called “You 
Bought It, You Play It.” | consider 
myself to be something of a word 
game.connoisseur,.never.in my life 
do | hope to see another game put 
together as poorly as this. Fhe graph- 
ics can best be describedias “cute,” 
(with just a touch of Sarcasm on the 
tongue), and the Sound is best 
described as “PC speaker” (since 
that’s all it Comes with). I’ve seen 
freeware word games that shine in 
comparison. | can’t condone the sort 
of irresponsible behavior that would 
churn out a word puzzle where you 
can’t figure out where words start 
and end. -Ted 
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6S 65. Ge is6 70 


| like a good crossword puzzle, and | 
like the fill-in style puzzles that are 
called Criss-Crosses or Frameworks 
or Skeletons (according to the puzzle 
magazine that produces them), even 
more. This.game, however, is repre- 
hensiblé. The crosswording is so bad 
that words blend into each) other. 
What would be a Cardinal sin ina 
puzzle mag or a game of Scrabble is 
a matter of course here. I’ve also 
found some drastic misspellings (like 
the movie Nigth Games {sic]) and just 
incongruities, like the wild animal list 
including the feral “cow.” There is no 
reason, other than for the jaw-agape 
stare that this game’s problems 
cause, to buy, install or play this 
overpriced bungle. -Steve 


hh, 


ale the acres of f_ men and Ter) 


| phenomena. It s your "job io prevent it Lon 
io on ne You’ Tl wind your way through a. 


ed bedi "i = : J Fs ee os 2g 


‘otherwise. here your | 


4 


ess or failure] 


Me =F 


mth 


Te wii ue iy 


a 


to condemn man to hell: The Government.. 


ES PREM 


This seamless ere of history 


Ps 


ETE which has. pare in 


~ STAR CRUSADER” as al 


The battlefield is outerspace. which is swarming. 

with flying battleships avers aoe futuristic weaponry.. 
In the middle of stellar chaos. you'll be forced. 

to choose a side: the territory-conquering Gorene. 


Empire. or the alien alliance. Either one could. 
— 


lead.to victory. Or death.. 


hen lake 2 software enters your computer, you go in with 
if... Winding your way through hyper-real environments 
that push role=playing, simulation. and edutainment 
beyond known boundaries. All created by advanced 


~ fechnologies that enhance the-experience.in ways 
~~ you ve never seen or felt before. Its a barrage of 
a, we entertainment. adventure and education emerging 
| aay, ee COSBY'S PICTURE PAGES" this fall that will thrust you into the Take 2 experience: 
™a From PBS broadcasts to a. 
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> DS over I 10 million Picture Pages. 
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: enjoyed children’s edutainment) 
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It not only helps them learn.,. 


but teaches them how to learn.. 
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The sightings 
were few at first. 
Wild tales of surgi- 
cal cattle mutila- 
tions and the occa- 
sional abduction 
were scoffed at as 


X-COM 


by MicroProse 


Game Summary 
Defend Earth against an alien 
invasion. Move individual soldiers in 
multilevel turn-based combat scenes 
while building and researching new 
technologies and alien secrets. 


Overall 97% 


Rating: 
4 Meg RAM, VGA, 


Requirements: 
Hard drive, Mouse 
Sound Blaster 
and compatibles 
Mouse, Keyboard 
PC and compatibles 
Mythos Games, Ltd 
Spectrum HoloByte 
$59.95 
8.5 Meg 
One player 


Sound Support: 


Controller: 
Available for: 
Designed by: 
Distributed by: 
Retail Price: 

Hard Drive Space: 
No. of Players: 
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CRAFT 


UFOs will be sighted all over Earth; place your 
bases wisely to minimize interception times. 


the ravings of fools. But slowly, the 
sightings multiplied. Silver shapes 
creased the skies faster than man-made 
craft could fly. Eventually the govern- 
ments of the world were forced to 
acknowledge what had become evident: 
we were no longer alone and the visitors 
were not friendly. 

In response, the governments of the 
world combined their monetary support 
into the establishment of a single military 
force, dedicated to the discovery of the 
reasons behind the alien incursion as 
well as to the hostile repulsion of the 
aliens. Thus was born X-Com: Terran 
Defense Force. 

As head of X-Com (Extraterrestrial 
Combat Unit), you’ll make the decisions 


OUT THAT 
NAGGING 


XENOPHOBIA 
PROBLEM. 


SHOOTING TO KILL IS THE 
BEST THERAPY. 


The combat environment is fully dynamic; here 
an orchard burns around a Floater alien. 


and lead the missions that will repel the 
raiders from Earth. A large budget has 
been set aside for your operations; but if 
your performance is not good enough, 
the nations will show their displeasure 
by reducing or halting your funding. 

Begin by building secret bases around 
the globe. Fill them with a variety of facil- 
ities, from defensive weaponry to work- 
shops and laboratories to alien contain- 
ment units. Hire dedicated soldiers and 
insightful scientists to capture and exam- 
ine pieces of the alien puzzle. Purchase 
high-performance aircraft to pursue and 
shoot down the UFOs, and arm and 
command the strike forces you send to 
pick up the pieces. 

Combat takes place in a 3-D, multi- 
level, fully dynamic environment. Each 
soldier is allocated a certain number of 
action points per turn with which to fire, 
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Bases are the heart of X-COM. Build dozens of 
types of facilities to aid your war. 
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Research Is your only hope in the war. Scientists 
can produce numerous technological marvels. 


kneel, run or even fly. Weapons avail- 
able include rifles, energy weapons, high 
explosive autocannons, rocket launch- 
ers, tanks and much more. Missed shots 
and explosions will destroy walls, set 
trees and hay bales on fire and crater 
the ground. At first, your soldiers will be 
extremely susceptible, and they’ll need 
to make abundant use of the swiftly 
degrading cover; the aliens certainly will. 
Since the combat zones are multi-lev- 
elled, sniping from second story win- 
dows or roofs is not only possible but 
frequent. 


3 Joe Funk 
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STAMING 

HEALTH 

BRAVERY 
REACTIONS 


FIRMING ACCURACY 
THROWING ACCURACY 
STRENGTH Bee 
PSIONIC STRENGTH 
PSIONIC SKILL 


You're only as good as your acidions Keep them 
alive and they’ll grow with experience. 


As your encounters with the invaders 
become more militarily successful, your 
technology will grow as your scientists 
study the captured technology. Your 
teams will come into contact with more 
and more types of aliens, some even 
specialized into strike teams them- 
selves. X-Com will be called upon to 
defend civilians, raid intact ships and 
even to storm secret alien bases—all in 
preparation for the final showdown. 


Plan your interceptions and assaults from a fully 
rotational globe with close-up capabilities. 


Interface ¢ Playability * Graphics * Sound © Replay Value 


Ss.  & 
Put baldly, this is the best game I’ve 
ever seen. Every single aspect is 
detailed and playable above and 
beyond the call of duty. The storyline 
is mystery enough to keep surprises 
coming, and the combat is brilliant 
enough to keep me playing ha | 
hour, even after I’ve finis 
game and know all the s 
have never seen a better 
man firefight combat enginé 
hurry; it’s all turn-based. The v, 
of missions, enemies and | 
scenes make every single combat a 
distinct entity. Best of all, stray shots 
blow in walls, torch trees and crum- 
ple innocent bystanders. When your 
initial bedazzlement with combat 


ww 2. ae 
tives, such as the tactical challenge of 
invading an intact alien battleship in 
order to capture the enemy leader alive. 
During non-combat play, X-COM com- 
bines the growth elements of the best 
builders with the crisp goals of the mili- 
egy games. As you struggle to 
our technology, you must 
o the demands of the nations 
ld. While the player has rela- 
options and little money at the 
ming of the game, new pathways 
and abilities blossom with technology. 
Tactical combat lovers will not find a 
better game on the market; my fascina- 
tion with this game is due largely to its 
powerful and flexible combat engine. X- 
COM will stay on my hard drive (and 


wanes, you'll be given new objec- yours) indefinitely. -Kevin 
Interface Playability Graphics Sound Replay Value 
97 99 92 99 


We may be talking Game of the Year 
here, folks. X-COM offers a race- 
against-time setting, often frustrating 
but demanding that you play it over 
and over. The interface is incredibly 
well-built, offering you more options 
than is comfortable at first. X 
feels like several games in 
Geoscape screen (the mai 
runs in realtime, combat‘is | 
based, and planning takes place o1 
side of time (i.e., the game pe 
while you think). Although t 
combat portion of the game is com- 
pletely menu-driven, it does not take 
away from the game as a whole 
because it is relegated to a minor 
role. Graphics and sound are excep- 


as entertaining the twentieth time as it is 
the first (don’t let the kiddies watch it, 
though, as it’s fairly violence-oriented). 
The features | appreciated the most are 
the clearly laid out button interface, the 
excruciatingly detailed “UFOpaedia,” 
e atmosphere, and the base 
atures. One particular thing | 
= about the UFOpaedia is that 
ot look up knowledge that you 
ave yet, i.e. no information on 
weapons until you have the 
age to build them. The tutorial 
included in the manual is an excellent 
introduction to the game. You never feel 
as though you’re being fed too much 
information through all the menus: 
rather, the information is there to be 


tional, and the game’s introduction is either digested or ignored. -Ted 
Interface Playability °¢ Graphics Sound Replay Value 
92 93 91 93 


Is X-COM the best game I’ve ever 
played? Nope. Is it in the top ten? 
Perhaps. There are a lot of positive 
things going for X-COM and only a 
couple of things to detract. The front 
part of the game, meaning the engine 
concerning the running .of you 

bases, research, the overal 
all of that is wonderful. It’ 
tough to improve on this section ¢ 
the game. My only real complaint 
are in the combat engine. It si 
silly to me that one of my agent 
when targeting an alien, will drill 
another soldier in the back. Once in 
awhile, okay, but the fact that this will 
happen with relative frequency if you 
aren't careful means that you have to 
work your strategy around the fact 


that a veteran can’t accomplish the 
equivalent of yelling “duck” to a team- 
mate. It would also be nice for trained 
soldiers to be a bit more accurate. One 
thing | really liked was how tense the 
game was the first time | played. Gar- 

ering information about the aliens 
get the bigger picture of the 
course, this aspect is lost dur- 
iy, but who really cares? 
the very thick and detailed 
learning the game (thanks to 
y tutorial) takes about 20 min- 
utes or so. This is a game engine that 
needs to be replicated and to have 
more and more games developed for it. 
My two complaints are relatively small, 
and nothing else detracts from one of 
the best I’ve seen this year. -Steve 
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For those who don’t understand PC 
memory addressing, the world of com- 
puting can be a very frustrating place. In 
an attempt to help those who keep run- 
ning into nasty little crashes caused by 
memory problems, my columns for the 
next two issues will hopefully offer a 
tonic. This month, let’s start with the first 
megabyte of RAM, which encompasses 
the conventional memory area. 

First of all, let’s clear up the notion that 
the first megabyte of RAM is really that. 
It is, but it isn’t. The misconception 
comes from memory chips being sold in 
1MB sizes. The first megabyte of RAM 
in your computer is comprised of the 
640K of memory known as conventional 
memory, plus an extra 384K that han- 
dies the myriad tasks of video and ROM 
addressing known as High DOS memo- 
ry. Beginning at the 640K segment, the 
PC design assigns memory to running 
the various PC video modes. The area 
between 752K and 976K is devoid of 
immediate use, and the area between 
976K and 1024K is specifically 
addressed by user ROM, the BASIC 
interpreter, and BIOS. Moreover, the first 
1280 bytes of the lower 640K is 
assigned to the system interrupt vectors, 
keyboard buffer, and various system 
flags that tell your computer its current 
state of health and activity. 

The High DOS Memory area (the 
upper 384K RAM) can only be accessed 
by DOS 5 and beyond. To access this 
area, you must have a 386+, or a 286 
that supports memory mapping. This 
area is very useful for users who run a 
lot of TSRs, such as mouse drivers and 
sound drivers. Use the LOADHIGH and 
DEVICEHIGH commands to place these 
drivers. The only constraint is that each 
driver you place in this area must fit 
within one Upper Memory Block (UMB), 
which contains 64K of RAM space. 

286 machines and better also have 
something | like to call “the 110% factor:” 
they can access, in real mode, 64K RAM 
beyond the first megabyte. Although this 
shouldn’t be possible, it is. This area is 
known as the High Memory Area, and 
one device driver or TSR may be loaded 
into it. However, because it is not con- 
tiguous with the lower 640K, DOS pro- 
grams (such as games) cannot utilize it. 
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It’s BEING BILLED AS THE 


“ULTIMATE GAMING 


Apvanceo Locic Researci (ALR) HAS ITs ni ON THE 
GAMING MARKET WITH THE ALR MuLTIMEDIA Express. 


What is the ultimate gaming PC? ALR 
has introduced its latest creation in an 
attempt to answer that question, a 486- 
based system that exceeds MPC Level 
2 specifications. What you get is a 
ready-to-run PC with 4 MB RAM, a 
486DX2-50 CPU, local bus video, a 
250MB hard drive, 16-bit stereo sound 
card, external stereo speakers, double 
speed CD-ROM drive, four CD-ROM 
titles, 2-button mouse, and a 14-inch 
color VGA monitor; all of this is offered 
for the retail price of $1995.00. 

The Express exceeds the criteria of 
the Multimedia PC Level 2 Specification 
(MPC2), so it’s compatible with the next 
generation of multimedia software, as 
well as all of today’s favorites. Included 
is a Photo CD compatible, multisession 
double speed CD-ROM drive. External 
speakers deliver excellent stereo sound 
thanks to the Express’ state-of-the-art 
16-bit stereo sound card. Using Digital 
Signal Processing (DSP) technology, 
this advanced audio card will accommo- 
date future software upgrades including 
algorithms for ROM wave-table synthe- 
sis, QSound, Multidimensional Sound 
Placement, and MPEG audio codec. 
The sound card is Sound Blaster, AdLib, 
and Windows Sound System compati- 
ble. 

To complete the multimedia package, 
the 250 MB hard drive comes preloaded 
with Windows 3.1, DOS 6.2, Voyetra 
sound software, and HSC Interactive 
SE. Four CD-ROM titles are also included: 


Microsoft Bookshelf, 
Great Wonders of 
the World Vol. 1, 
The San Diego Zoo 
Presents: The Ani- 
mals, and Where in 
the World is Carmen 
Sandiego? Deluxe 
Edition. 

Packed in a small 
footprint-slimline 
case, the Express 
comes with a 128K 
cache and a local 
bus video system 
with 1MB DRAM. 
There are three 


This is not the “ultimate gaming PC, . 
__ What it is, is a high-priced beginner's 
~ system. The shortcomings are as fol- 

lows: 4MB RAM (there should be at 

least SMB); 250MB oi (needs 


better). The CPU is mhanutaeired by 
AMD; the ALR sales department 
cites this as one of the reasons the 
system is so “affordable.” If | were 
searching for the “ultimate gaming 
— PC,” I'd avoid this one. -Ted 
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Advanced Logic Research, Inc. 


9401 Jeronimo 

Irvine, CA 92718 

(714) 581-6770 
Fax: (714) 581-9240 


Multimedia Express 


Designed by: ALR 
Distributed by: a ALR 


Retail Price: $1995.00 base 
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EACH ISSUE BLOWS. == 
AWAY. THE-COMPETI-- 
TION WITH OVER 200 
‘PAGES OF NEW 
GAMES, EXPANDED 
COVERAGE, AND THE — 
LATEST NEWS. 
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EVERY ISSUE OF EG’ COMES WITH 
A SECOND MAGAZINE FOCUSING ON 
YOUR FAVORITE GAMES AND GAME 
SYSTEMS! NOW YOU HAVE MORE 
PREVIEWS, MORE STRATEGY, AND 
MORE EXCLUSIVE INFO WITH EGM 
AND EGM’ THAN YOU'LL FIND ANY- 
WHERE ELSE ... GUARANTEED! 


e MORE INTERNATIONAL COVERAGE! 


¢ MORE TECHNOLOGY UPDATES! 
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THE FIRST ISSUE HITS WITH THE 
LATEST EDITION OF SEGA FORCE: 
THE ALL-SEGA MAGAZINE WITH 
MORE INSIDER SEGA INFO THAN ANY 
OTHER MAG ON PLANET EARTH! 


DIG INTO THE HOTTEST UPCOMING 
TITLES FOR THE GENESIS, GAME 
GEAR, 32X, AND SATURN SYSTEMS! 
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DUAL SOUND STANDARDS, 
BUT A HEFTY MEMORY HIT. 


Creative Lass SOUND BiasTer AWE32: A STRANGE 
WIND BLOWS FROM MILPITAS, CALIFORNIA. 


The Sound Blaster AWE32 may seem a bit pricey, but it costs less than a Sound Blaster 16 and a Gen- 


eral MIDI card combined. Think about it. 


Compatibility is not a problem, at least 
not when you get a sound card from the 
recognized industry standard. The 
Sound Blaster AWE32 can act just like a 
16-bit stereo sound card, but for those 
seeking a religious MIDI experience, the 
Sound Blaster AWE32 is crisp and 
bright. Its onboard EMU8000 synthesiz- 
er features general sound, general MIDI 
and Roland MT32 emulation schemes, 
and SIMM modules can be added (up to 
28MB) in order to store additional, cus- 
tomized sound effects. The 20-voice 
OPL3 FM music synthesizer is backward 
compatible with a wide range of soft- 
ware, and the board comes complete 
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Creative Labs 


1901 McCarthy Blvd. 
Milpitas, CA 95035 
(408) 428-6600 
Fax: (408) 428-6611 


Sound Blaster AWE32 


by Creative Labs 


Available for: PC and compatibles 
Designed by: Creative Labs 


Creative Labs 
$399.95 


Retail Price: 
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with three separate CD-ROM interfaces. 
The hardware jumpers provide complete 
configurability for any system. Needless 
to say (but I'll say it anyway), the MIDI 
interface is completely compatible with 
SoundBlaster and MPU-401 UART 
modes. 

Creative Labs has done their home- 
work in terms of bundled software as 
well. VoiceAssist is a Windows-based 
speech recognition system that features 
instantaneous training and up to a 
30,000-word user vocabulary. TextAssist 
provides a synthetic text-to-speech sys- 
tem, with nine separate voices. Ensem- 
ble resembles a home hi-fi system, with 
separate components for MIDI wave and 
CD Audio. WaveStudio 2.0 is a wave 
editor/mixer (MIDI supported), and 
SoundO’LE is a tool for linking and 
embedding sound objects in other Win- 
dows applications. Cakewalk Apprentice 
is a 256-track MIDI sequencer with a 
user-friendly interface which makes 
music sequencing easy to learn and 
use. HSC Interactive lets you create 
interactive multimedia presentations 
without tedious programming or script- 
ing. QSound Control Panel injects 180° 
soundscape effects onto your wave 
audio playback. 


_ Horse sense would seem to dictate 


the need for a combination 
ound/MIDI card that would obviate 


ibrary by the time you see this. 
Although the MIDI emulation is good, 

__ it's not superb; the instrument sam- 
pling is more average than complete. 
_ If you want both standards, though, 
_ the AWE32 is tough to beat. -Ted 


INSTALLATION 
TIPS 


Difficulty Rating(1-10): 7 


Okay, first things first. If you already 
have a joystick port in your system, 
you'll have to disable it if you want to 
use the port on the AWE322. This is not 
rare with sound cards; I’m mentioning it 
so you don’t get stressed when your 
system locks due to a resource conflict. 

Although the documentation supplied 
with the AWE32 is massive and reason- 
ably thorough, there is one rather glaring 
oversight that had me pulling my hair out 
for several days (but which | finally put 
right). The “Getting Started” manual 
mentions that you must initialize the card 
with the command AWEUTIL /S. It then 
says you must load the MIDI drivers 
using the command line switch /EM: fol- 
lowed by the emulation scheme you 
want to use—GS, GM or MT32. What it 
fails to mention is that you must load the 
emulation scheme prior to playing any 
game that can use both standards. The 
installation software stashed the AWEU- 
TIL /S line in my AUTOEXEC.BAT; | 
wrongly assumed that the /S switch 
could be followed by the /EM: switch. 
Don’t make this mistake, boys and girls! 
/S for the boot, /EM afterwards. 

Finally, the AWE32 is a BIG card. 
When installing it, make certain you 
aren’t crushing fragile motherboard com- 
ponents if you try to rock it into place. | 
managed to avoid this fate, but | wanted 
you to be forewarned. A motherboard is 
a terrible thing to waste. 


CSETLING TOTALLY INTO IT Is EASY. 


Enter the deep, dark realm of Hexx — a world of 


twisted paths and one very twisted mind. Guide 

ee , four adventurers through a labyrinth of texture- 
mapped dungeons in an attempt to free the Gods of Magic from the 
grasp of an evil wizard. Where every move is from a first-person per- 
spective. Where every step is action-packed, every graphic out of this 


world. “One of the best first player perspective RPG’s I’ve ever played,” 


says PC Action. Now at your local retailer. For a very small sacrifice. 


Look for Hexx, Hersey of the Wizard at your favorite software retailer or call 1-800-438-7794 (GET PSYG) to order your copy today. 
Psygnosis, Ltd., 675 Massachusetts Ave., Cambridge, MA 02139 Phone: 617-497-7794 Fax: 617-497-6759 


JOYSTICKS] 


QuickSHOT’s Super WARRIOR IS AN INTERESTING 
BLEND OF ERGONOMICS AND CONTROL. 


QuickShot’s new line of joysticks, the 
Lethal Series, gets an initial boost with 
the Super Warrior. Its smooth tracking 
biogrip, high speed auto-fire capability 
and four positive-response fire buttons 
make it look like a sure thing to take into 
combat. It has an auto-centering control 
with slide-type trim pots for fine-tuning. 
There is a built-in throttle control wheel, 
as well. 

The Super Warrior is bound to turn 
some heads with its ergonomic design. 
The handle has a studded rubber grip, 
ensuring that, no matter how sweaty 


Super Warrior 
by QuickShot. 


Designed by: QuickShot 
: QuickShot 


Retail Price: 


KIOS LOVE RUBBER=COATED 


your palm gets, you won’t suffer any slip 
and slide action. The trim controls are 
placed within easy reach if you should 
need them, and the case is solidly con- 


Control Design ° Durability 


ss bottom: Ahe 
) ‘Ted 
structed from ABS plastic. All this and a 


great price, too. 
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QuickShot 


47473 Seabridge Drive 
Fremont, CA 94538 
(510) 490-7968 
Fax: (510) 490-8370 


SPEAKERS FOR AN ALIEN 


LANDSCAPE. 


JAZZ HIPSTER CONTINUES ITS CLIMB TO THE TOP WITH 


THE J-320 Active SPEAKER SYSTEM. 


J-320 Speakers 
by Jazz Hipster 


Available for: PC and compatibles 
Designed by: Jazz Hipster 


: Jazz Hipster 
Retail Price: $119.95 


If it were any 
more real, youd be 
drinking Tang. 


Definitely the 
strangest speaker in 
the Jazz Hipster line- 
up, the J-320 is an 
articulated speaker 
featuring full 360° rota- 
tion in two dimensions 
and 270°+ in the third. 
They can be surface 
mounted with screws; if 
you feel like hanging 
them on the wall above 
your desk, you can. 
The J-320 amplifier is 


rated at SW per channel (8W for music) 
and has a total harmonic distortion of 
less than one-tenth of one percent. The 
frequency response is 20HZ-20KHz, well 
beyond the extremes of human hearing. 
The speakers have a max output of 8W, 
with a frequency response from 100Hz- 


Sound Quality ° “Construction : Design = 
89 84 88 | 


These speakers look like they were 
designed by either high-paid aesthet- 
ic specialists or aliens from Planet! 
Quantor. Or both. Gadgetheads will 
love them (“a speaker you can turn 


around!” t mean that 
soun n them 
The le, and 
thos ace will 
appr ounted 
on desk if 
your e sound 


quality ou'll never) 
be able to disturb the peace without) 
some serious distortion. | also would. 
have liked enough speaker cable to. 
get some distance between the two 
speakers, but for PC sound, the sep-) 
aration is adequate. -Ted 


15KHz. Features separate bass, treble, 
and volume controls. 
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Jazz Hipster 


1217 John Reed Court 
City of Industry, CA 91745 
(818) 336-2689 
Fax: (818) 336-2489 


New Microsoft’ Space Simulator 


is so authentic, even astronauts are ask- 
ing for it. Select your spacecraft from 
our fleet and blast off. Once in space, 


command your ship in our free-flight 


mode. Explore the fiery red canyons of 


Mars, or the explosion of a supernova, 


all based on actual satellite data. It’s 


just one of the realistic simulations we 


have waiting for you to take control. 


‘To get off the ground, shuttle over to 


your reseller and pick it up. 


© 1994 Microsoft Corp. All rights reserved. Microsoft is a registered trademark of Microsoft Corp. Flight Simulator is a trademark of Bruce A. Artwick. 


SIZZLING VIDEO FoR DOS 


AS WELL AS 


WINDOWS. 


4 


Orcuio’s Kevin 64 GRAPHICS ACCELERATOR MAKES 
DOS AND WINDOWS BLAZE WITH A CAPITAL ‘8’. 
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DOS graphics need not suffer the slings and arrows of outrageous fortune inherent in most video cards. 
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The Kelvin 64 is designed to speed both DOS and Windows applications, and it delivers. 


Blast your way straight into the 64-bit 
generation of graphics technology with 
Orchid’s Kelvin 64. Unlike products 
based on 32-bit technology which only 
provide acceleration in certain display 
modes, Kelvin’s 64-bit processing pow- 
erfully accelerates a// display modes. 
The card uses linear addressing which 
heightens performance because it 
allows much faster access to the 
onboard display memory. Kelvin 64 
meets VESA standard refresh rates and 
the new Green PC standard so the mon- 
itor can power down during periods of 
inactivity. 

The Kelvin 64 is compatible with any 
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Orchid Technology 


45365 Northport Loop West 
Fremont, CA 94538-9973 
(510) 683-0300 
(510) 490-9312 


Kelvin 64 


by Orchid 


Distributed by: Orchid Technolog 
Retail Price: $250.00 
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VGA or multifrequency monitor, and 
comes complete with some unique soft- 
ware utilities. The Virtual Screen Utility 
lets you view a 1024x768 desktop on a 
low resolution monitor, while the Magnifi- 
cation Utility zooms you in or out at the 
touch of a button. There are also tools 
for setting the refresh rates and center- 
ing the picture so that you don't have to 
use your monitor’s controls each time 
you load a separate game. 

The resolutions supported are stan- 
dard for the industry: 640x480, 800x600, 
1024x768 and 1280x1024. The Kelvin 
64 offers up to 16.8 million colors in the 
two lower resolutions, up to 65,538 in 
1024x768, and 256 in its highest resolu- 
tion mode. The card comes preconfig- 
ured with either 1 MB or 2 MB DRAM 
(dynamic RAM); the linear addressing 
technology employed on the Kelvin 64 
helps the DRAM outperform other More 
expensive VRAM (video RAM) based 
products. Since DRAM is less expensive 
than VRAM, Orchid is able to bring this 
card to the public at a price much lower 
than would be expected for this kind of 
performance and technology. The Kelvin 
64 is offered in three configurations: 
VESA local bus, PCl, and standard 16- 
bit ISA. 


Ease of Use & Installation e Usefulness 
89 95 98 


“Hot” is about the best description | 
can come up with for the Kelvin 64. 
Unlike some other boards I’ve seen 
which accelerate Windows at the 
expense of DOS acceleration, this 
graphically 


DRAM; | highly recommend spending 
the extra dinero. Installation was a 
breeze, although | did need to dig up 
my Windows disks in order to get the 
driver to run in 256-color 1280x1024 
mode. -Ted 


INSTALLATION 
TIPS 


Difficulty Rating(1-10): 3 


Video boards in general are fairly easy 
to install; the Kelvin 64 was no excep- 
tion. About the hardest thing you have to 
do is push the board down into its slot. | 
accomplished the entire installation in 
about 15 minutes; it might take a begin- 
ner as long as half an hour. All neces- 
Sary precautions should be taken to 
guard against static discharge: touch the 
power supply before handling the card 
(and after you’ve shut off the power to 
the computer) and don’t wear clothing 
that builds a static charge quickly (such 
aS wool). If you’re one of those unlucky 
few who have a computer with the video 
circuitry built onto the motherboard, dis- 
able said circuitry before installing the 
board. This means finding the jumper 
pins that enable the video circuitry and 
yanking the jumper. Check your docu- 
mentation for the location of the jumper. 
If you don’t have an enable/disable 
jumper, you’re out of luck. The simple 
rule of thumb for this situation is this: 
never buy a computer from that manu- 
facturer ever again. Once you have the 
board seated properly (you'll probably 
be able to feel a solid click), turn the 
computer back on. Your computer 
should recognize the video board imme- 
diately; if not, you’ve done something 
wrong or you have a defective board. 
Install the software that’s included with 
the Kelvin 64, then go into Windows and 
set up the resolution and color controls. 
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In 1944, This Was The Only 1 


Heavy Metal Touring Europe. 


American M4 Shermans. Tigers of the Third 
Reich. These were the tanks that rocked — 


Europe from D-Day to the fall of Berlin in 
World War II. The same armored juggernauts &® a 
that you'll command in the explosive new @ ae SER 


1e Across the Rhine from MicroProse. 


ga 


Jump into history’s most famous tanks and 
experience the fierce combat and tough deci- 
sions that gripped World War II tank com- 
manders. Take command of U.S. or German 
forces. Control single tanks or entire Compa- 
nies. And blast your way through enemy units 
across the war-torn landscape of Europe. 


Across the Rhine from MicroProse. And you 
thought heavy metal started in the 70's. 


CGR HAROWAR 


RAP-10 SOUNDS GREAT, BUT 
IT ISN’T FOR EVERYONE. 


ROLAND’S NEW CARD PRODUCES SIZZLING GENERAL 
MIDI MUSIC, BUT YOU'LL STILL NEED A SOUND CARD. 


by Roland 


Available for: PC and compatibles 
Designed by: Roland 
: Roland 


Retail Price: $349.00 


The RAP-10 is for 
music, period. It sports 
me a 26-voice, 16-channel 
Meneama ©OOUNd Canvas GM 
Yaa yee «synthesizer with studio 

[F quality digital reverb 
and chorus. Stereo 
sampling takes place 
| at 44.1kHz across a 
16-bit path, producing 
the sound that has 
made Roland a house- 
hold name with profes- 
sional and amateur 
musicians alike. The synthesizer’s ROM 
chip contains 128 sampled sounds (con- 
forms to General MIDI System Level 1) 
and six different drum kits. Bundled with 
the card is the Roland Audio Toolworks 
(requires Windows 3.1 or better): stereo 
rack, 18-channel mixing console (16 


NOW HEAR THIS: ALTEC 
LANSING HITS THE MARK. 


THESE SMALL SPEAKERS DELIVER HUGE SOUND, PROVING 
THAT LOOKS CAN STILL BE DECEIVING. 


ACS50 
by Altec Lansing . 


Available for: PC and compatibles 


Altec Lansin 
$100.00 


Retail Price: 
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Designed like no 
other speaker system 
in the world, the Altec 
Lansing Multimedia 
Computer Speaker 
System (ACS50) lets 
you hear digital audio 
sound from your com- 
puter. Simply plug this 
system into your PC 
audio or video card to 
enhance all your game, 
music and edutainment 
software. You will 
enjoy the same level of digital audio 
quality you are used to hearing from a 
music CD. The Altec Lansing Multimedia 
Computer Speaker System can also be 
used with any multimedia home comput- 
er, CD player or video interactive game. 
It also Supports an optional external 


Ease of Use Installation °* Usefulness — 
99 — 99 82 


This is definitely a music card, folks. 
lf you own another 16-bit sound card 
(Sound Blaster, Sound Galaxy, etc.), 
you can buy a patch cord to connect 
the Roland’s line out jack to your 
card’s ling.in: there is.no way to con- 
nect them internally. The RAP-10 will 
not ‘control a CD-ROM, drive, 
although there’s a jack'for CD audio. 
lf you Enjoy getting all the music out 
of algame (or are tired of FM music) 
and you have an‘ extra slot available 
inside your machine, the RAP-10 is 
definitely worth the money. If you're a 
serious musician who also happens 
to play a PC game every so often, 
this board is worth every penny. A 
simple sound card can never 
approach this, musically. -Ted 


MIDI, 2 digital audio) and a waveform 
editor. 
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Roland Corporation 


7200 Dominion Circle 
Los Angeles, CA 90040-3696 
(213) 685-5141 
Fax: (213) 722-7408 


Although small, these speakers deliv- 
er the sonic punch necessary to 
amply complement anyone’s PC 
sound card. | tested these speakers 
out on their own as well as with the 
optional_subwoofer. My recommen- 
datiom: get the SubWwooTer add-on. 
Not only will you hear the music, 
you'll feelit as well. Phe only draw- 
backiis the Short sp@aker cords, 
meaning that true stereo separation 
must be provided by placing the 
speakers so that your monitor acts as 
a dividing wall. The subwoofer has 
plenty of cable, so placing this any- 
where under your desk will guarantee 
plenty of complaints from your down- 
stairs neighbor. Decent speakers at a 
good price. -Ted 


Altec Lansing subwoofer, which adds 
15W of extra power. 
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Altec Lansing 


Route 6 and 209 
Milford, PA 18337 
(717) 296-4434 
(717) 296-1222 


Fly higher. 


Higher. Faster. Farther. 

CH Products is defining new 
standards of design and 
performance for computer pilots. 
We'll empower you to effortlessly 
relay commands with a feel of 
absolute control... to swoop, loop and 
soar like never before. 


VMvove faster. Get your hands on 


the top gun precision 
FLIGHTSTICK PRO"™, the red-hot 
FLIGHTSTICK"™, or the beginner’s 
JETSTICK™ line of joysticks. Or our 
lightning-fast GAMECARD 3 
AUTOMATIC™. And VIRTUAL 
PILOT", a yoke 
that willdefy yor Reach farther. 
concept of reality. And there’s more 
on the horizon. From drawing board 
to your fingertips, ours is a relentless 
pursuit of new and better products. 
CH Products began with a dream 
25 years ago, and we’ve never 
looked back. Today, we give you 
the wings to fly. 
Higher. 
Faster. 
Farther. 


For all IBM and 
Compatible PC’s 


970 Park Center Drive Vista, CA 92083 
PRODUCTS Phone: 619.598.2518 Fax: 619.598.2524 ey 


TM 1993 CH Products, a Joystick Technologies Inc. Co. MADE 


LINK YOUR OWN CREATIVITY 
TO A POPULAR WARGAME. 


SSG’s War.oros Il NOW HAS A BOLD NEW DESIGNER: 
You, witH THe Wartoros Il Scenario DESIGNER. 


Warlords II continues to be one of the 
most popular computer wargames. Play- 
ers were able to indulge themselves in a 
variety of scenarios as well as take on 
the endless challenge of random setups 
of terrain, cities and worlds. Now, how- 
ever, the worlds of Warlords II have 
been expanded beyond the realms of 
the random and into the truly boundless 
lands of the player’s imagination. 

Warlords Il Scenario Builder opens up 
the fundamental schema and variables 
of the Warlords II engine to the player, 
allowing him or her to alter nearly every- 
thing about the playing experience, from 
the army lists and types to the maps 
themselves. 

Any Warlords II scenario is fundamen- 
tally affected by the map. The Warlords 
Il Scenario Builder provides several 


The statistics and appearance of all 28 Warlords 
Il troop types are yours to alter at will. 


options for the aspiring creator. Using a 
simple interface, any of the various 
types of terrain (mountains, hills, forests, 
plains, roads, bridges, ports or swamp) 
are “painted” onto a blank, water-filled 
map. Of course, these formations will 
appear blocky and unnatural at first. 
SSG has provided a simple feature that 
“smooths” the terrain, modifying its 
boundaries and makeup slightly in order 


Warlords II Scenario Builder 
by SSG 


386SX or better, VGA 
2 Meg RAM, Hard Drive 
PC and compatibles 


Requirements: 


Available for: 
Designed by: 


Retail Price: 
Hard Drive Space: 


No. of Players: 1-8 players 


15 Meg 
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to create more natural terrain. Foothills 
will appear near mountains, while forests 
will become single entities rather than 
scattered copses. Roads will connect 
naturally and smoothly. Individual 
details, like volcanoes and specific for- 
mations of terrain can be added as a 
final touch. _ 


Twenty-four new scenarios are included, provid- 
ing plenty of extra army and city sets. 


The heart of Warlords Il, the cities, are 
fully configurable. In addition to assign- 
ing placement, the designer can edit 
gold revenues, unit production and the 
names and descriptions of the cities. 
Ruins and temples are similarly config- 
urable. If wanted, the program can ran- 
domize all the names, or just the number 
left unnamed. 

The army lists can be altered to the 
designer’s heart's content. All twenty- 
eight types (well, 27 and Hero) can have 
their appearances and abilities modified. 
For example, if you wish to create a 
World War || analog scenario, the units 
can easily be modified from their default 
fantasy values into tanks, infantry, air- 
craft and more by changing appear- 
ances, movement and special abilities. 


Change the names and abilities of the magic 
items, as well as set monsters for ruins. 


The terrain of the world is entirely subject to 
your whim-mountains, cities and islands. 


Fighters would have high movement and 
flight, for example, while bombers would 
fly at a slower speed but perhaps also 
aid in sieges. All types of bonuses can 
be added to units: movement abilities, 
terrain bonuses, cancelling enemy 
bonuses, etc. The large number of types 
available means that any military vision 
can likely be realized. 

The graphics editing routines use a 
sophisticated version of SSG’s WarPaint 
system, allowing graphics editing to be 
done pixel by pixel on the screen. Not 
only army appearances can be edited in 
this manner; all nine types of cities (eight 
factions plus the neutral) and their asso- 
ciated Towers can be modified as well. 
Thus the art can take on whatever 
aspect the designer wants from garish to 
sparse, from science fiction to humor. 


SSG’s Warpaint system is fully integrated, allow- 
ing easy modification of graphics. 


Each faction is subject to designer 
whim as well, from the location of their 
capital to their very names. Monsters 
arising from ruins can have their names 
and strength modified; magic items can 
similarly be completely altered in type 
and amount of power. 

Included with Warlords I] Scenario 
Builder are twenty-four new scenarios 
illustrating the breadth of design possi- 
ble. For example, an Invasion of Planet 
X scenario is provided, complete with 
Mutant and Gravtank armies and futuris- 
tic cities; several veins of fantasy are 
explored as well from Arthurian knights 
to Elementals in flux. 


ACUMEN IN 


PROVE YOUR BASEBALL 
WINDOWS. 


MICROLEAGUE GIVES YOU FIVE GOOD REASONS TO ASK 


FOR A Time Out. 


Sometimes the day drags on. You 
Spend hour after hour looking at the 
Same screen, crunching numbers until 
your body goes numb. When you finally 
do look up, you find that you’ve lost the 
whole day. Wouldn't it be nice if there 
was someone or something to tell you it 
was time to take a few minutes off? 

That's where Bernie and his dog Jock 
come in. The two hosts of Time Out 
Sports Baseball from MicroLeague live 
on your Windows desktop and let you 
know that it’s time to call time out. In 
addition to helping prevent you from 
burning out, they also protect your moni- 
tor from burn-in with two handy screen 
savers. 

At either random or specified times, 
Jock and Bernie will pop up with one of 
several animations designed to get your 
mind off your job and on having a little 
fun. In addition to their animations and 
the screen savers, they’ve got four dif- 


___ Time Out Spo 


| Game Options 


Move to the illuminated spot to grab fly balls in 
Fungo Fielding. You'll have to move fast. 


Time Out Sports Baseball 
by MicroLeague 


Windows, SVGA, 
386 or better 

PC and compatibles 
MicroLeague 


Requirements: 


Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: .5 Meg 


No. of Players: One player 


Says. Do what he does, not what he doesn’t. 


ferent games all related to baseball, and 
all very different from your spreadsheet. 

First of all, there’s Batting Practice. 
Choose one of three different levels of 
difficulty, the handedness of the batter 
and pitcher and get ready to swing. In 
this game, you get ten outs before the 
game is up, but every time you swing 
and miss or don’t swing at a strike, you 
make an out. You'll get points for every 
hit you make, so don’t be disappointed 
when you don’t hit a homer. 

Next you can try your skill at Fungo 
Fielding. The coach will start whacking 


File Game Options Help 


pur es 


the showers! 


towering fly balls that you have to catch. 
All you have to do is run under them and 
lift your glove, but when they start com- 
ing faster and faster, it’s tough to keep 
up. 

In Sign Calling, a third base coach 
shows you the ropes on how to give 
Signs to a runner. Follow along if you 
can, because he won't wait for a slow 
student. 

Finally, take out your frustrations in 
Umpire Arguing. The yokel behind the 
plate just blew a call, and you've got to 
go out and give him a piece of your 
mind. See how mad you can get him 
before you either walk away or get 
tossed to the showers. 

Time Out Sports Baseball is the first 
product in MicroLeague’s new Utilitain- 
ment line. This and future products 
planned are designed to have a utilitari- 
an purpose (like screen savers) and yet 
still have a sense of fun and still be able 
to entertain. Don’t let Windows get you 
down. Call Time Out! 


Sports: Batting Practice 
Options Help 


ice. Choose where you think the ball’s going to 


come, and swing the bat. Once contact is made, the overhead angle will show you how far it went. 
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LEARN YOUR WAY AROUND 


THE QWERTY KEYBOARD. 


TYPING FOR TODAY TEACHES ANYONE HOW TO TYPE AT 


A REASONABLE PRICE. 


Learning how to type doesn’t have to 
be a frustrating experience. Anyone can 
learn how to touch type quickly and easi- 
ly, and those already able to type can 
improve their skills with Typing for Today 
from Interplay. 

For the beginner, the focus is on letter 
groups, keyboard rows and finger repeti- 
tion. Intermediate typists will concentrate 


Typing for Today 
by Interplay 
286 AT or better, Dos 3.3, 


Requirements: 


Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Hard Drive Space: 
Age: 


PC and compatibles 
Interplay 


on the keys that they have regular prob- 
lems with as well as groups of words. 
When the user makes it to the advanced 
levels, Typing for Today will offer com- 
plete paragraphs and sentences that 
use all of the keys, offering practice on 


Fords Per Minute 
ACo Us ao 


Het Yords Per Hinute ae ' | 


Fastest V.P.M. 
Ru rT of errors 


As you progress, you'll see your speed increase 
and your mistakes decrease. 


LEARN THE DIFFERENCE 


BETWEEN FACT AND FICTION. 


Isaac Asimov Saence ApvenTure Il TEACHES ANY 
STUDENT ABOUT THE WORLD AROUND THEM. 


Isaac Asimov made his name through 
his science fiction writing, but all of the 
science he used was the real thing. 
Now let this modern master of science 
lead your kids through an amazing 
world of education and fun with Isaac 
Asimov Science Adventure II. 

In the lab, you can peek over 24 
items. Look through the microscope or 


Science Adventure II 
by Knowledge Adventure 


VGA/SVGA, 540K, 

386 or better (486 Rec,) 
PC and compatibles 
Knowledge Adventure 
Knowledge Adventure 


Requirements: 


Designed by: 
Distributed by: 
Retail Price: 


Hard Drive Space: 9 Meg 


Age: 8 and up 
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test the gravity on Jupiter. Additionally, 
users can explore the 150 interconnect- 
ed rooms in the gallery. 

Over 100 video clips are included on a 
variety of topics. Check out the inside of 
a living and working cell, or take a ride 


Topics run the gamut from cell division to the 
latest information on fiber optics. 


the entire keyboard. Records of the last 
five sessions are maintained, allowing 
the user to track his or her progress. 
Additionally, problem keys are highlight- 
ed, showing the user exactly where the 
trouble spots on the keyboard are locat- 
ed and where practice is needed. 

Unlike some typing tutors, Typing for 
Today gives the user practical applica- 
tions for his or her new typing skills. 
Lessons in areas like the numeric key- 
pad and taking dictation help prepare 
the user for real-world tasks. For the 
teacher or advanced student, a free typ- 
ing mode as well as the ability to create 
and edit lessons is included, making 
Typing for Today able to tackle any 
problems and able to be tailored for any 
specific typing needs. 


Distinguish the weird science facts from the 
invented tales to prove your knowledge. 


into outer space. Manipulate objects and 
spaces with “Virtual Object Control” that 
allows you to get a three-dimensional 
view of many objects as well as perform 
experiments on light, sound and mag- 
netism. 

Science Adventure II offers a simple- 
to-use control scheme that anyone can 
learn in a matter of minutes. Simply 
point and click on a word or picture to 
call up related topics or slide along the 
timeline to get from topic to topic. 

For a challenge, check out Dr. Zoom’s 
game of Bogus Science. Here, you'll 
have to distinguish the real facts from 
the ones that aren't. It’s a lot tougher 
than it sounds! 


LOAD YOUR PC FULL OF 


BUGS] 


Buc ADVENTURE WON’T DAMAGE YOUR HARD DRIVE, 
BUT IT MIGHT GIVE YOU THE CREEPS. 


Say the word “bug” to a computer 
owner, and they will probably tell you 
that bugs are terrible, slimy things to be 
avoided at all costs. On the other hand, 


The six bug terraria let you look in on the private lives of some of your favorite creepy-crawlies. Honey- 
bees, spiders, ants, fireflies and more are included. 


Can You Find-Me? 
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Identify the bugs by their different characteris- 
tics and see if you can spot them. 


Bug Adventure 
by Knowledge Adventure 


VGA/SVGA, 540K, 

386 or better (486 Rec,) 
PC and compatibles 
Knowledge Adventure 
Knowledge Adventure 


Requirements: 


Retail Price: 


Say bug to just about anyone and you'll 
get a similar response. But insects and 
arachnids (and other bugs) are impor- 
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It may not look like much at this magnificatio 
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n, but the large picture is really a blown-up portion of one 


Watch films of insects in action as they do the 
incredible things bugs do. 


live in. Without bugs (not the computer 
kind), the world we know would be very 
different. 

Bug Adventure from Knowledge 
Adventure offers users the chance to 
explore the world of insects and other 
bugs like never before. Check out the 
various parts of bugs and see what 
makes them unique and fascinating. 
Move the pointer around the picture of 
the bug, then read the interesting high- 
lighted notes that pop up. 

You can also check out movies of 
bugs in action. Watch ants working, spi- 
ders fishing for dinner, bees dancing and 
more. When you need a break, you can 
try out the different games included. See 
if you can spot the insects by hearing 
about their characteristics or try to spot 
which pictures have been magnified. 

Finally, go inside the worlds of six dif- 
ferent kinds of bugs to really find out the 
facts about them. Discover why queen 
bees need “royal jelly,” learn about the 
way fireflies make their light and discov- 
er much there is to know about the 
unique lives of bugs. 


Hard Drive Space: 9 Meg 
Age: 3-8 


of the smaller black and white pictures. Can you figure out which one? 
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WALKING DOWN TH 
DIGITAL HIGHWAY. . « 


WHAT EVERYONE MEANS WHEN THEY START TALKING 
ABOUT THE INFORMATION SUPERHIGHWAY. 


(When company presidents need 
analysis of hot trends and future possi- 
bilities, one of the names on speed dial 
is “Arnie Katz.” Writer, lecturer, designer, 
consultant and assistant publisher and 
editor of Electronic Games, Arnie gives 
readers of Computer Game Review an 
insider’s look at the world of electronic 
gaming. This month, Mr. Interactive 
Entertainment puts on his walkin’ shoes 
and treks down the highway.) 

Today is the highway. The Digital 
Highway has been the subject of 
uncountable stories in the print and elec- 
tronic media in the last year. Why, the 
Digital Highway has even pushed last 
year’s catch phrase, “Virtual Reality,” out 
of the limelight, at least temporarily. 

The billion-dollar deals, the new ser- 
vices, the competition among mega-cor- 
porations.... the Digital Highway is the 
kind of stuff that makes newspaper 
headlines and lead stories on the 
evening news. Whatever the motivation 
for all the reportage, the media is right. 
The Digital Highway deserves all the 
attention it gets. A lot of the coverage 
has the depth of a bumper sticker, but 
the media is right about the importance 
of the phenomenon. 

The Digital Highway is not an outtake 
from Star Trek: Deep Space 9. A world- 
wide electronic network is rapidly taking 
shape. All those big mergers and acqui- 
sitions represent a pooling of the finan- 
cial and technological resources needed 
to weld telephone, cable, computers, 
telecommunications and multimedia into 
a comprehensive software delivery sys- 
tem. 

A recent study indicates that more 
than half of all Americans can already 
access the information net. This percent- 
age is rising steeply. Admittedly, it will 
be a very long time before the Digital 
Highway has an off-ramp to every home 
in the country, but TV didn’t need total 
market saturation to change our lives. 

That’s what the Digital Highway will 
do. Except that it’s so much more than 
just television that the changes are sure 
to be greater. Naturally, that includes 
entertainment. The Digital Highway is a 
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toll road, so expect to spend money to 
voyage through cyberspace. If you've 
got the coins to toss into the collection 
bin, though, it promises unparalleled 
new vistas of interactive entertainment. 

The Digital Highway is still under con- 
struction. Some elements are already 
traversable, however, and electronic 
gaming has felt the effect. 

The most far reaching may be on-line 
gaming. Still in its infancy, gaming over 
the modem could profoundly alter the 
way we play. 

Most current computer games are 
solitary. Compu-gamers sit at their com- 
puter stations, usually alone in a den or 
study, and compete against the 
machine’s artificial intelligence (Al). 
Video games are usually enjoyed in the 
living room or family room with more 
than one person participating. Maybe it’s 
more than coincidence that more video 
than computer gamers participate in fan- 
dom and publish fanzines. The cartridge 
crowd is more oriented toward playing 
with and against others, while it is still a 
proud and lonely thing to be an enter- 
tainment software lover. 

Enter telecommunications. At first, the 
networks and BBSes offered the same 
kind of solo games that computerists 
have played off-line since the days of 
the TRS-80. Then came the first crude 
multi-player games, often war sims and 
simple RPGs, but those didn’t have real- 
time immediacy. 

The ImagiNation Network has led the 
way in expanding the scope of on line 
gaming. Real-time contests like Red 
Baron are a lot more exciting against a 
human foe over a modem than when 
played against a robot adversary. 

Sports simulations are going on line, 
too. That’s great news for competition- 
starved armchair coaches. They know 
that the best robo-manager can’t handle 
a game as well as any solid flesh-and- 
blood skipper. Besides, it’s more satisfy- 
ing to beat another person. The comput- 
er never cringes even when it’s getting 
slaughtered, and it’s impervious to the 
winner’s gloating. 

The Digital Highway will turn everyone 


into on-line gamers, even those hermits 
at their work stations. This is bound to 
influence designers and developers to 
create more multiplayer titles. Sports 
simulations will come into a golden age, 
spurred by the establishment of nation 
and international leagues. Game formats 
previously limited by the quality of Al 
may now come into their own. Flight sim- 
ulators, hexgrid military simulations, and 
word games are three categories that 
will gain popularity through the end of 
the decade. 

Not yet in operation but coming soon 
are game networks. The Sega Channel 
will be available to cable subscribers 
next winter, Sony has one ready to 
launch, and there are others in develop- 
ment. Game networks are one reason 
why savvy companies like Blockbuster 
are quietly exploring other uses for their 
prime retail locations. They don’t think 
most people will be renting cartridges (or 
video cassettes, for that matter) once 
they can get them off the cable wire. 
Services that dispense PC and CD-ROM 
software are a certainty, too. 

Sega is treading carefully at the 
moment. The Sega Channel will only 
have old games, which few stores both- 
er to stock, and preview interactive 
demos of forthcoming releases. Most 
retailers don’t want to bother with in- 
store demos, so putting them on cable 
causes no alarms. 

Wait until some overhyped cartridge 
flops because the preview was enough 
for those who downloaded it. Game pub- 
lishers will have to relax their single- 
minded concentration on pleasing the 
chain store buyers, people who aren't 
usually gamers, and more on developing 
games that can survive hands-on con- 
sumer testing. 

Within a few years, game networks 
could supplant stores as the main 
providers of funware. That spells even 
more upheaval. When companies have 
to sell directly to end-users (us), that’s 
the end of business as usual. Instead of 
the non-gamers who buy for the large 
chains, publishers will have to court 
knowledgeable gamers. Smart compa- 
nies will put less effort into splashy non- 
interactive introductions and concentrate 
on increasing the richness and depth. 

Those are just a few of the Digital 
Highway’s near-term ramifications. Next 
month, I'll try to describe the gaming 
world once the Digital Highway 
embraces the whole computing world. 

—Arnie Katz 


Each big full-color issue of EGM is 
packed with In-Your-Face information 
and exclusive coverage of the hottest 
video game action you can find. 


EGM is the only mag loaded with 
special pull-out strategy guides, killer 
maps and super secrets that will send 
your scores soaring! 


You find all this and more only in the 
Biggest and Best video game maga- 
zine! Be the first to get every action- 
packed page delivered to your door by 
subscribing today! 
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THE ROLES OF FANS | aq 
THE ROLES OF PROS. 


How DO THE PROS STAY OUT OF FANDOM WHILE 


MAINTAINING AN EYE ON IT? 


The easiest way to sound like a fool is 
to base statements on invalid premises. 
Or to translate that polysyllabic mouthful 
into English, if you start with bogus ideas 
you reach wrong conclusions. A few 


people have misinterpreted my reluc- 


tance to participate in electronic gaming 
fandom, so maybe it’s time for me to 
explain how | see the role of the profes- 
sional in fandom. 

Electronic gaming professionals, 
whether journalists, executives, design- 
ers or implementation specialists, have 
an obligation to fandom. It is the duty of 
entertainers to the hardcore audience, 
whose money and support make profes- 
sionalism possible. Fans are the most 
interested, knowledgeable and enthusi- 
astic gamers. As such, they merit 
respect and cooperation. | continue to 
encourage the industry to work with fan- 
dom for the mutual benefit of the hobby. 

Part of that responsibility is to show 
restraint. Professionals must not turn 
fandom into a public relations vehicle for 
their products, whether magazines or 
games. It is also helpful if they refrain 
from throwing their weight around and 
attempt to warp it into their own notion of 
what it should be like. 

Fandom belongs to the fans. What 
they choose to make of it is what it will 
be. My function is to provide a channel 
of communication between fandom and 
the non-fans who might enjoy trying 
some fan activity. | can do that better 
and be fairer to everyone if | don't try to 
write and publish a lot of stuff in fandom. 
| love to talk to and meet fans, because 
we have a lot in common on some lev- 
els, but | rein in my impulses toward 
other forms of fanac, because it’s not in 
fandom’s best interests. 

Now that I’ve defined my role, |’d bet- 
ter start living up to it with some reviews 
of the latest fanzines! 


The Atari Zone #6/3 
Edited by Dan lacovelli 
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1411 N. 36th St. 

Melrose Park, IL 60160-2726 , 

Bimonthly, $1 per issue, 22 pages 

This informative publication, which tar- 
gets Atari hardware, is sabotaged by 
indifferent presentation. The three-col- 
umn layout is neat and packs a lot of 
text onto a page, but the lack of head- 
lines and eye-attracters is a shortcom- 
ing. | also beg Dan, and all other faneds, 
to put vital data about their fanzine 
(name, address, publication date, terms 
of distribution, and so forth) in one 
prominent place within the fanzine. It 
shouldn’t be hide and seek to find out 
where to send a letter. 

The current issue covers Atari from 
the 2600 to the Jaguar. Most of it is 
company news and short reviews. The 
letter column is longish, but Dan should 
separate utilitarian notes, like the one 
Jeff Atkins sent with his reviews, from 
genuine letters of comment. And then 
leave the notes in his private file. 

Atari Zone is an unusual project with 
a fine track record. Dan serves up plenty 
of fascinating tidbits for those into these 
machines. 

Vendetta #2 

Edited by Pat Reynolds 

1740 Millbrook SE 

Grand Rapids, MI 49508 

Frequent, free, 6 pages 

What a difference an issue makes! 
Pat has made criticism work for him and 
steered his fanzine in a highly promising 
direction. Where Vendetta #1 was often 
harsh and unfriendly, the second issue 
is an appealing blend of personal jour- 
nalism and critical insight. 

Pat is pioneering the fannish fanzine. 
Paradox, and others, have raised fan- 
dom itself to a subject of importance, but 
no other fanzine is as strongly commit- 
ted to the principle. If he can build on 
this issue’s progress, Vendetta could 
turn out to be a landmark in the matura- 


tion of electronic gaming fandom. 
Vendetta has an editorial, short 


reviews of current fanzines, and an arti- 


~ cle about how Pat met a girl and started 


producing fanzines. All three are worth 


reading. Pat’s offer to provide other 
- fanzines with future “Real-Life Stories” is 


praiseworthy, but | hope he’ll write more 
about his life and times in future issues 
of Vendetta. 

You don’t have to agree with Pat to 


enjoy Vendetta. | thought one or two 


things he said were extreme. What's 
important is that he’s presenting a 
fanzine that expresses his personality 
and attitudes in an entertaining manner. 
Vendetta lacks only some of Pat 
Reynolds’ artwork to be a top-drawer 
title. | liked Vendetta #2 a lot, and | 
encourage you to send for a sample 
copy of the next one. 

Xenophilia #2 

Edited by Noah Dziobecki 

4436 E. 5th St,. 

Long Beach, CA 90814 

Bimonthly, $1 per issue, 22 pages 

The original name, Zineophilia, 
seemed more appropriate than this more 
pedestrian one. Love of fanzines (and 
the communication they facilitate), 
seems to be the main reason that Noah 
resumed publishing. 

Although his interest in interactive 
electronic entertainment is at a low ebb, 
Noah has found a way to keep partici- 
pating. Xenophilia is concerned primarily 
with various aspects of popular culture— 
video gaming conspicuous by it’s 
absence—as well as commentaries 
about real-world issues. 

The letter column, though still in need 
of editing, is one the most literate in fan- 
dom and really has some hot topics. 
Noah indicates that he will stress opinion 
pieces and reader reactions in future 
issues, which is an excellent way to 
develop a lively fanzine 

A lot of readers won't like Xenophilia, 
because it doesn’t have a lot to do with 
games. It is, however, published within 
the context of electronic gaming fandom. 
If you don’t mind stretching your mental 
horizons a little, though, it’s a stimulating 
read. 

Attention fanzine editors: If you’d 
like your fanzine reviewed in this col- 
umn, send it to: Arnie Katz, 330 S. 
Decatur, Suite 152, Las Vegas, NV 
89107. | read and save every zine 
sent, and I'll try to describe as many 
of them as possible each month. 


UET THE COMPLETE PICTURE: 


Serious gamers need a serious magazine like 
ELECTRONIC GAMES! 

No one beats Electronic Games' coverage of 
every platform from portables to coin-ops. 
ELECTRONIC GAMES ' critics rely on years of 
playing experience and hands-on game design 
credentials to analyze the latest cartridges and 
disks and put them in the right perspective. 

ELECTRONIC GAMES has all the headlines, 
new releases, plus much, much more! Every 
issue is packed with inside stories and insights 
that take you to new realms of electronic gam- 
ing! It's the only place you'll find entertainment 
superstars and industry insiders sharing their 
unique viewpoints while delivering the news 
and reviews that tell it like it is! 
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COMMODORE BEGINS 


“ORDERLY LIQUIDATION.” 


ANo THE ELECTRONIC ArTS/BRODERBUND DEAL GOES UP 
IN A BLAZE OF BURNING STOCK CERTIFICATES. 


The owners of Commodore machines 
the world over now have nothing to fall 
back on, since the company that made 
the Amiga, still arguably one of the best 
game machines ever created, has 
begun liquidation. The West Chester, PA 
based company released a two-sen- 
tence statement recently that said effec- 
tively that Commodore was closing its 
collective doors. 

The Amiga had a lot of things going for 
it, and many of the users are hoping that 
the loss of the machines’ manufacturer 
will not necessarily spell the death knell 
for the Amiga line itself. It is hoped that 
software manufacturers will continue to 
support the Amiga. Of course, that could 
be a tough sell. Without the backing of 
Commodore, retail outlets may well fig- 
ure that sales for Amiga software will dry 
up and will carry less and less. This 
could easily snowball into the Amiga’s 
last gasps. 

In its heyday of 1983, Commodore 
held a worldwide market share of an 
unbelievable 32%. Since then, when the 
IBM and Macintosh standards took over, 
Commodore’s market share dropped 
steadily. 

The reasons why Commodore failed, 
and the reasons why the Amiga, a 
machine with a lot to offer the average 
and above average consumer, never 
caught on are a matter of conjecture. 
While some may say the Amiga was 
mismarketed, others will argue just as 
vehemently (and just as convincingly) 
that the Amiga could not have been mis- 
marketed since Commodore never mar- 
keted it in the first place. It was this lack 
of support that scared off those few con- 
sumers who knew of the Amiga in the 
first place. 

The Amiga offered the user excellent 
graphics and sound along with mutlitask- 
ing capabilities. It was relatively low- 
priced (around $750), and with some 
add-ons, allowed the user to run PC or 
Mac software. 

But the bottom line is still the bottom 
line, and in 1993, Commodore’s market 
was down to 1.7%, and in it’s fiscal year 
that ended June 30, the company had 
lost $357 million. 
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In additional news on the economic 
front, the deal between Electronic Arts 
and Broderbund was nixed before it 
went to vote by the shareholders. Sto- 
ries have been many and varied, but the 
one that makes the most sense is the 
Broderbund pulled the plug on the deal 
because EA’s stock, in the course of 
seeing 3DO not live up to it’s press clip- 
pings in terms of sales, has dropped. In 
other words, the amount of stock that 
was going to change hands was no 
longer sufficient to cover the deal. Word 
is that Broderbund paid off EA to the 
tune of $10 million to back out of the 
deal. 

That loosely defined area of entertain- 
ment known as “interactive” has just 
become a little more regulated thanks to 
the American Federation of Television 
and Radio Artists (AFTRA) and the 
Screen Actors Guild (SAG). The SAG 
contract rates recently set up by the two 
organizations include a daily rate of 
$504 for any performer based on an 8 
hour day, with extras getting $99. 
AFTRA’s rates are virtually the same, 
but their contract is much longer and 
offers many sub-classes of artistic cate- 
gories that the SAG paperwork doesn't 
even approach. What this all means is 
that any game producer wanting to use 
SAG or AFTRA talent for an interactive 
media project will need to abide by the 
rules in these contracts or suffer the 
consequences. What consequences? 
Well, for starters, not having any actors 
to work with. 

The Interactive Network has reached 
a new level of entertainment, at least if 
daytime drama is your thing. The com- 
pany has signed on the long-running hit 
soap opera Days of Our Lives to be the 
first “interactive daytime drama.” NBC's 
biggest soap (and a former favorite of 
our illustrious editor) will now offer view- 
ers the chance to get even more 
involved in the lives of the characters 
they’ve come to know and love. How do 
you think Victor will react to the birth of 
his son? Push a button and record your 
answer. Knowing soaps, | can only 
guess what the multiple choice answers 
will be like: a) Victor will have an affair. 


b) Victor will develop amnesia and leave 
the show for two years only to be 
brought back in time to prevent his son’s 
mother from marrying his rival. c) Victor 
will reveal that the son is not really his. 
d) Victor will kidnap his son and hit the 
road. Sounds goofy, but that won't stop 
it from beginning in September. 

As frequent readers will know, many of 
us here at Computer Game Review are 
big fans of Mystery Science Theater 
3000. We've been waiting for MST3K to 
sign its movie deal, since that is appar- 
ently what’s holding up the proposed 
Best Brains (the good folks behind 
MST) and MicroLeague from collaborat- 
ing on a game together. So, it came as a 
real disappointment to us when we 
received a post card that suggests that 
Universal Studios may want to renege. 
So, loyal MSTies, in the words of the 
Brains, “. . .put down that Pop-tart and 
get out your pen.” Letters should go to: 
Mr. Casey Silver 
President of Worldwide Production 
Universal Studios 
100 Universal City Plaza 
Universal City, CA 91608 
Tell the man he’s making a mistake by 
not putting the cuddly Tom Servo, Crow 
and Gypsy on the screen. 

Look for a major introduction of soft- 
ware in the very near future from Villa 
Crespo. More | cannot say at this time. 

Word is that the people at ALR are 
producing a Pentium level system avail- 
able soon as well as a 400 Mhz system 
that uses four 100 Mhz Pentium chips in 
series. That sounds like fun! 

Chaos Studios, the developers of 
Lost Vikings, among other games, has 
been acquired by Davidson and Asso- 
ciates. To coincide with the move, the 
company has changed its name to the 
chilling Blizzard Entertainment. At the 
risk of a bad pun, cool! 

For the consumer out there looking to 
head back to college for more late-night 
studying sessions and another round of 
beer, Lyriq has the software for you. 
The new series of RevieWare products 
offer a way to study for college and 
graduate level entrance exams with the 
PC and Mac. Made in conjunction with 
The Princeton Review, a test prepara- 
tion company, the SAT Computer Diag- 
nostic Exam as well as tests to help 
study for the GRE, LSAT and GMAT will 
soon be available and will be priced at 
under $35. This seems well worth the 
price. 

That’s a wrap on this month’s bundle 
of fun. See you in about thirty days for 
another fabulous tour through the uni- 
verse of computer gaming. 


THIS OPPONENT IS PROGRAMMED 
TO BE CHALLENGING. 
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If you think you’re good at games, then let’s have some 
real fun. When you’re online with GEnie® Multi-Player 
Games, you’re playing real people, in real time. Some of 
the best players around the world. © Splash a bandit in Air 
Warrior®, and you’ve just taken out eight other guys, who’ll 
be back gunning for you. Blast a MechWarrior® in MultiPlayer 
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are terrific, and even the prices are competitive. So put 
some new life into your joystick, and sign on. We'll see just 
how good you are. © Sign up now: |. Set your modem for 
half duplex (local echo) at 300, 1200 or 2400 baud. 2. Dial 
toll free — 1-800-638-8369. Upon connection, enter HHH 
3. At the U # = prompt, enter JOINGENIE then press RETURN 
4. At the key code prompt enter AJG423 5. Havea major 
credit card or your checking account number ready. — For 
more information in the U.S. or Canada, call 1-800-638-9636. 
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multi-player games 


100% ORGANIC OPPONENTS 


Air Warrior is a registered trademark and Stellar Emperor is a trademark of Kesmai Corporation. MultiPlayer BattleTech is a trademark and MechWarrior and BattleTech are registered trademarks of FASA Corporation. 


SHOWING UP IN GAMES. 


PLUS, THE SERIOUS QUESTION OF WHAT’S THE BEST WAY 
TO GET INTO WARGAMING. . . 


Yo, homies. Time for another install- 
ment with the Game Doctor, practicing in 
the field of Cyberceuticals for well over a 
decade and counting. 

One, two, three, four... 

In any case, we have the usual batch 
of intriguing questions, so let’s get on 
with our bad selves. 


Q: Hey, Doc! | was originally going to 
ask you what a “grip” was, as I’ve been 
noticing them popping up in credits of 
numerous computer games. But, having 
since studied the credits of The Naked 
Gun 21/2 closely, that question no longer 
needs answering. 

I'm a big (6'1” 250 Ibs.) fan of Mech 
Warrior games, and until Mech 2 comes 
out, I'll still be playing the original. And 
now, here comes the question: Is there 
any plot to the Mech Warrior game, or is 
the whole point of the game building up 
powerful mechs and collecting riches 
(which is pretty much fun in itself)? 

SierraBoy (Frankie Carle) 
Warren, NJ 

A: Well, Frankie, while you obviously 
no longer require an answer to your first 
question, you may have piqued the 
curiosity of other readers. A grip is a 
position within the filmmaking hierarchy 
that refers to the folks performing vari- 
ous types of manual labor (moving 
props, etc.). And, as the moviemaking 
world and the game creating world move 
ever closer together, you can expect to 
see such terms as “best boy,” “script 
supervisor,” “continuity coordinator,” 
etc., turning up more and more often in 
game credits. 

However, | do agree the close scrutiny 
of TNG:21/2’s credits is a fine primer on 
the subject. 

As to the Mechwarrior games: they 
are based on the Battletech universe 
which was created by FASA. While the 
games don’t have much in terms of a 
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traditional plot line, they certainly have a 
rich context. FASA sells extensive litera- 
ture—as well as non-electronic versions 
of its games—both through the mail and 
at the Battletech centers (though the 
only one the Doc is familiar with is the 
Chicago installation). 


Q: For the past four years, | had a 
game from MicroProse called Sword of 
the Samurai. | finished the game many 
times on all the levels of difficulty, and 
still consider it one of the best non-RP 
games of all time. | like its strategic (bat- 
tle formations, etc.), arcade (melees, 
assassinations, and duels), and con- 
quest, role-playing aspects. | find its his- 
torical nature interesting as well. Other 
favorites of mine in that area of gaming 
are Civilization and Dune II. 

| am afraid to purchase one of the 
numerous war games available because 
they look too technical and hard to con- 
trol. | am, however, interested in all peri- 
ods of world history and would be very 
grateful if you’d help me find a game that 
could provide me with all the elements 
mentioned above. 

Simon Tertychniy 
New York, NY 

A: While | can think of several games 
which might fit your bill, | think the title 
which best suits Simon’s quest is 
Ghengis Khan II from Koei, which 
stresses characterization and strategy 
over the more traditional war gaming 
approach. Hope it works for you. 


Q: With all the hype surrounding the 
Flintstones movie, | seem to recall a 
computer game based on that modern 
stoneage family. At least | remember 
reading about it—I think Microlllusions 
was the publisher. 

Is my memory failing me, Doc? 

lra Cohen 
Brooklyn Park, MN 


A: Actually, Ira, you have quite a good 
memory. Microlllusions did indeed set 
out to publish and develop computer 
games based on several Hannah-Bar- 
bera characters back in 1989. There 
were originally supposed to be games 
based on The Jetsons, Jonny Quest, 
and Scooby Doo, in addition to the 
adventures of Fred & Wilma & Barney & 
Betty (which was given to Brian Rice's 
group for development). 

Unfortunately, something went wrong. 
As | recall, The Jetsons game was ready 
to ship, when Microlllusions contracted 
with an independent artist to produce a 
small comic book which would be 
packed into the box with the game. Alas, 
in the rush to get the game on the shelf, 
nobody got H-B’s clearance for the 
comic book. And, as anyone who has 
ever dealt with a cartoon or comic 
book/strip-based license can attest, the 
licensor is extremely particular about 
how its characters are visually present- 
ed. Apparently, H-B didn’t like the comic 
book and were especially unhappy that it 
hadn’t even been submitted for 
approval. The licenses were then 
yanked and Microlllusions pretty much 
went quietly out of business. 

In the wake of all the controversy, sev- 
eral of the games were eventually 
released by other computer software 
publishers (most recently, Hollyware 
gave us Jonny Quest), but to the best of 
my knowledge, that original version of 
The Flintstones has never turned up. In 
any case, the Doctor has calls in to sev- 
eral individuals who were involved with 
the project, and will have the definitive 
answer next month. 


Q&A Quickies: We are all too aware 
of the fear & loathing currently gripping 
Amiga/CDTV/Amiga32 owners, with the 
news of Commodore’s apparent demise. 
The Doc is on the case, however, and 
we'll have more info next time on a pos- 
sible sale of assets to a new manufac- 
turer. Meanwhile, keep the faith and 
send those Qs to: The Game Doctor 
(CGR), 330 S Decatur, Suite 152, Las 
Vegas NV 89107. Aloha! 
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The chances are good that anyone who has played a com- 
puter game has played a flight simulator. A popular genre of 
games, simulations offer the player anything from combat to 
Cargo and everything in between. 

Simulation, of course, is a broad area. What most people 
think of when it’s brought up in terms of computer games is 
flight simulation, but there are other combat or vehicle simu- 


lations that really don’t fit in any other category. Tank sims = 
and submarine sims to name a couple of categories, arej 


# More like flight simulations than they are like a standard war 
i games. Additionally, games that give the player a form of 


space flight and/or combat, while similar to action games, are § 


i more or less simulations. 


So, that’s what you'll find over the next few pages. The 


games you're about to see are those that have made us look 


ey at flying, sailing and driving a little differently over the past 


: year, as well as those that have shown us why kids still 
| dream of becoming astronauts. 


U-Boat 


by Deadly Games 
March, ‘94 Kevin: 91 Ted: 91 Steve: 93 


The waters underneath the Atlantic were filled with danger 
in WWII. Allied ships were constantly in fear of German U- 
Boats, who themselves were dangerously fragile. Now you 
can take a German sub across the Atlantic and help destroy 
Allied shipping and military craft to bring victory to Germany. 
Run silent under the waves, or American and British warships 
will send you to the bottom permanently. For Macintosh. 


Flying Nightmares 
by Domark 
July, ‘94 Kevin: 85 Ted: 85 Steve:83 Avg: 84 


One of the most advanced military aircraft in the world, the 
Harrier gives its pilots a new level of control and maneuver- 
ability in the air. Now Mac gamers can experience the thrill of 
taking one of the best combat planes into the thick of battle 
with Flying Nightmares. Use the quickstart option for instant 
gratification, or plot your missions carefully throughout an 
entire campaign. For Macintosh. 


Avg: 92 | 


Flight Commander 


by Big Time Software 
Jan.,‘94 Kevin:94 Ted:83 Steve: 88 Avg: 88 


While not a flight simulation, Flight Commander gives you 
the ability to control a wing of aircraft in the heat of battle. As 
the commander of the squadron, you control the actions of 
each of the craft. Pull high-G maneuvers to dodge enemy 
missiles, then drop them with well-placed gunfire of your own. 
Time periods in the game run from 1950 to the present and 
include 110 different jets. For Macintosh. 
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Flight Simulator Toolkit 
by Domark 
Mar., ‘94 Kevin:90 Ted:93 Steve: 84 Avg: 89 


Many people aren’t content with the flight simulator as it 
Stands. The Flight Simulator Toolkit lets anyone monkey 
around with the gears behind the flight sim world. Create 
realistic aircraft and terrain and fly combat or peaceful mis- 
sions of your own design. Or, for a completely surreal experi- 


ence, try flying Big Ben as you hunt down wave after wave of aaa 


swooping Eiffel Towers. 
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SVGA Harrier 


by Domark 
Dec., ‘93 Kevin: 85 Ted: 85 Steve:83 Avg: 84 


The AV-8B Harrier is no ordinary airplane. This craft can 
turn on a dime, stop in midair and take off vertically. Because 
of this, it is capable of much more than most jets, having 
strength against other planes as well as ground targets. Now 
you Can fly this craft or manage your forces from the ground. 


Super VGA graphics enhance the realistic flying and combat 
action. 


COMPUTER 


Aces Over Europe SSN-21 Seawolf 


by Dynamix by Electronic Arts 
Jan., ‘94 Kevin: 91 Ted:90 Steve:90 Avg: 90 May, ‘94 Kevin:88 Ted:89 Steve:85 Avg: 87 


Pilots are needed to help the RAF defend its territory over Submarine warfare has changed since the days of Wolf- 
the British Isles. Additionally, crews are needed to bomb Ger- packs in the Atlantic. Today’s sub is capable of destruction 
many and Occupied France to help hamper the Wehrmacht. on a grand scale. Experience this for yourself in SSN-21 Sea- 
Welcome to the skies over Europe in 1944. It isn’t pretty, as wolf. Pilot your way through different scenarios, getting 
pilots of three nations battle for control of the air, and with it, advice from your knowledgeable crew members. Determine 
control of the ground. Fly in historical battles with detailed which targets to go after and which to avoid. Choose wisely if 


planes of the WWII era. you plan on surviving. 
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Campaign II 


by Empire 
April, ‘94 Kevin: 61 Ted: 57 Steve:64 Avg:61 
Get behind the controls of one of the most feared objects of 
war; the armored tank. You must plot your strategy as you 
lead your platoons of tanks across the field of battle. Then, 
when you are in range of enemy tanks, take command of one 
of your armored vehicles and start shooting! Arcade action 


me combined with elements of strategy games make Campaign 


Il a game with something for everyone. 


este llf 


ney 


a8 


a a ak 


The only thing it 
doesn't simulate is 
ear popping. 


© 1994 Microsoft Corp. All rights reserved. Microsoft is a registered trademark of M 


Nomad 


by Gametek 
May, ‘94 Kevin: 87 Ted: 85 Steve:82 Avg: 85 


Earth has made contact with extraterrestrial creatures, who 
So far have been friendly. Although unable to make Starcraft, 
the recent crash of an alien vessel has enabled you to make 
the journey through outer space. You mission, should you 
accept it, is to travel the spaceways and bring back both 
goods and information to Earth. You must fight and barter 
your way to the material and information you need. 


If it were any more real, your 
chair would be in a 30° bank. Our 
new Microsoft’ Flight Simulator” 
has four planes, each with its own 
instrument panel created digitally 
from actual photographs. There are 
storm clouds and sunsets to fly 
into. Crashes are scarily real. And 
you can fly to airports anywhere 
in the world. It’s just one of the real- 
istic simulations we have waiting for 
you to take control. Everything is at 


your reseller. So, take off. 


icrosoft Corp. Flight Simulator is a trademark of Bruce A. Artwick. 


Valkyrie 
by Gametek 
Dec., ‘93 Kevin:84 Ted:85 Steve:79 Avg: 83 


Prepare yourself for a helicopter simulation that's as easy 
to fly as it is fun to play! Execute both air-to-air and air-to- 
ground missions in Valkyrie. Your chopper comes with track- 
ing machine guns and 32 side-mounted missiles. While the 
craft you are flying is state-of-the-art, control is incredibly sim- 
ple with the keypad or mouse. Play through the supplied mis- 
sions in any order. For Macintosh. 


Air Duel 


by MicroProse 
Aug., ‘93 Alex: 72 Rick:70 Steve:68 Avg: 70 


Anyone who’s ever wondered how the aircraft of one era 
would stack up against those of another will want to take a 
‘1 peek at Air Duel. Fly everything from biplanes to the most 


"| modern of jets in combat. Keep things historical by flying = 


: planes of similar eras against each other, or mix it up by tak- 
ing an F-16 against a Sopwith Camel. Twelve planes and Six 
historical scenarios are included. 


SubWar 2050 


by MicroProse 


Feb., ‘94 Kevin: 92 Ted:96 Steve:92 Avg:93 


You've finally been accepted by the Shield and Sword Soci- 
ety, the brotherhood of submarine captains. Now you need to 
prove they were right to bring you into the fold. Pilot your 
futuristic sub through treacherous waters, attempting mis- 
sions that require speed, stealth and tenacity. Use a variety 
of missiles to accomplish your ends, and avoid as many hits 
as you can to survive to the next day. 
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B-Wing 
by LucasArts 
Jan.,‘94 Kevin:--  Ted:-- Steve:-- Avg: -- 


X-Wing gets twenty more missions and a new Starfighter 
with B-Wing. Designed as an assault craft that needs only 
one pilot, the B-Wing is more than a match for just about any- 
thing it runs across in outer space. Run through the Pilot's 
Proving Ground and the historical missions to learn the 
ropes, then fly twenty missions to help the Rebellion reach its 
new home base. 
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Copture the Frisate Priam 


Fleet Defender 


by MicroProse 
May, ‘94 Kevin: 86 Ted: 88 Steve:84 Avg: 86 


Feel what it’s like to have 50,000 pounds of thrust under } 
your seat in Fleet Defender. Launch your F-14 off the deck of 


Jan aircraft carrier and scout the skies for enemy planes. 
"Once you’ve got them spotted, take them out with your 


advanced weaponry. Train like the real pilots do, and once 
you’ve been schooled, take up an accurate aircraft and battle 
precisely modeled enemy craft. 


seneeet ————— 


by Ocean 
March, ‘94 Kevin: 85 Ted: 85 Steve: 76 


The latest jet fighters have ushered in a world of air combat 
never before seen. TFX brings you this cutting edge of dog- 
fighting technology and puts you in the cockpit of six different 
ways to get into the action. Arcade mode, training, simulation, 
three tours of duty, a mission builder and more await the pilot 
who has the bravery to take on aviation at its most intense 
and gut-wrenching. 


Pacific Strike 
by Origin 
July, ‘94 Kevin: 91 Ted:90 Steve:90 Avg: 90 
WWII was a time of heroes on both sides of the war. Pacific 


g Strike puts you in the cockpit of several different airplanes of 
the era as you undertake missions that will help determine 


the outcome of the war. Dogfight enemy Kates to protect your 
bombers, torpedo Japanese carriers to ensure victory and i 


more. For the sensitive gamer, Pacific Strike has been volun- 
tarily rated MA-13 due to strong language. 


Righteous Fire 
by Origin 
May, ‘94 Kevin:-- Ted:-- Steve:-- Avg: -- 


— This add-on package to Privateer takes place after ja" 
>] the completed plot of Privateer. While resting on af 
pleasure planet, you are informed that the weapon that 


was your reward for destroying the Skeltek Drone has 
been stolen. Now you must stop whoever has the dan- 
| gerous weapon, or the galaxy will suffer. 


Tornado 


by Spectrum HoloByte 
Sept., ‘93 Alex: 79 Rick:96 Steve:85 Avg: 86 


Those who want the most realistic experience available in 
flight simulation need look no further than Spectrum 
HoloByte’s Tornado. Based on the actual flight characteristics 
of this airplane given the task of quelling the Iraqi airforce in 
the Persian Gulf war, Tornado lets you do everything the real 
planes did. Go off course, and you'll see battles taking place 
at other spots on the war map. 


Dec., ‘93 Kevin: 87 Ted: 85 Steve: 95 


Oct., ‘93 Alex: 86 


Privateer 
by Origin 

Avg: 89 

Wing Commander gets an interesting tweak with Privateer. 
Based in the universe of Human versus Kilrathi, Privateer 
places you in the position of a pilot just looking to make a 
buck as a trader, messenger or mercenary. Stock up your 
ship so you can survive until your next payday. You can fol- 
low along with the plot, or if you’d rather, you can simply 
accept missions and trade goods. 
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., Wing Commander Academy 


by Origin 

Mike:65 Steve:88 Avg: 80 
The world of Wing Commander lives on the Wing Comman- 

der Academy. As the Kilrathi build toward invasion, the Acad- 

emy needs as many talented and trained recruits as it can 

find. This is where you come in. Take your turn in the simula- 


j tor to see how you stack up. Plan your own mission or have 


the computer throw a random sim your way. For the ultimate 


battle, try running the Gauntlet! 
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A320 Airbus 


by Thalion 


Sept., ‘93 Alex: 66 Rick:85 Steve:64 Avg: 72 


Not all aviation is based on military uses. In fact, most flying 
is done for commercial purposes. This title from Thalion 
allows you to take command of the A320 as you fly to over 
240 airports in the United States. Draft your own flight plans, 
deal with emergencies and battle the elements of your choice 
or those randomly selected by the computer. At least no one 
will be targeting you when you land! 
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IT MIGHT 2€. . IT COULD 


ENJOY THE NATIONAL PASTTIME WITH THE PLAYERS AND 
SCHEDULE FROM 1994 witH FRONT PAGE SPORTS: 


BASEBALL FROM DYNAMIX. 


No game or sport has entered the 
American lexicon like baseball. Getting 
hit with an unexpected event is “being 
thrown a curve,” an unsuccessful 
attempt at something is a “strikeout.” 


a century, and in spite of what many 
think are problems with the sport today, 
the fans show little sign of ending the 
love affair anytime soon. Nothing 
equates to taking the family out to a ball- 


It’s late in the game and you’ve got to score a couple of runs. To help move the runners along, you 
might put on a hit and run. Of course, you can also swing with power and try to juice one. 


Front Page Sports:Baseball 
by Dynamix 


Game Summary 
Dynamix offers up its version of 
America’s national pasttime. Com- 


plete with the 1994 players and 
schedule, Front Page Sports: Base- 
ball includes over 500 stats for 
everyone of the 50 players on up to 
30 teams. Play and act as both man- 
ager and general manager as you 
lead your team to a pennant. 


Requirements: VGA, 4MB RAM 
Sound Support: Most major sound cards 


69.95 


Baseball simulation 
2nd Quarter, ‘94 


Retail Price: 
Theme 
Release Date 
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watching someone take a pitcher deep 
to left field. 

Of course, baseball games have been 
popular on the PC for as long as there 
have been PCs. Perhaps because of the 
intensity of baseball statistics and the 
computer's ability to enhance, illuminate 
and identify key stats, baseball and com- 
puters have long been linked together. 

With the statistical ability of computers 
combined with the statistical frenzy of 
baseball, a product like Front Page 
Sports: Baseball was due to happen. 
This new sports simulation from 
Dynamix offers the player the ability to 
access over 500 stats for each of fifty 
players on as many as 30 teams. Thus 
at any given moment during the season, 
the computer can be simultaneously 
tracking over a three-quarters of a mil- 
lion individual statistics! 

The normal major league baseball ros- 
ter is only 25 players, but in FPS: Base- 
ball, each team has twice that number. 
That’s because you'll also be dealing 
with the disabled list, a AAA franchise 
and a low minors system. In each 
league, your player's actual statistics 
affect the outcome of each play, includ- 
ing factors like batting average in clutch 
situations or with runners in scoring 
positions, on base percentage for home 
and away games and much more. 

lf you aren’t happy with your current 
roster, you can try to line up a trade. Go 
with younger talent by trading away your 
old veterans for some prospects or trade 
away some career minor leaguers for 
that one quality player you need to fill 
out your line-up. Watch a player make 
his way through the minor leagues, not 


just over the course of one season but 


‘Bottom ot 0th R HE 


As the pitcher, you can aim for any part of the strike zone you wish. Or, you can try to fool the guy at 
the plate with something high and tight or a slider low and away. 


- ‘The VCR function lets you Witchy ‘your ‘best 
____ @fforts over and over again. — | = 
over the entirety of his career! if you’ve © 
got the knowhow to be a general man-_ 
ager, put yourself to the test by taking 
your team to the top and peers ssiele 


there season after season. 

For a new season, you can use he 
scheduler to create a timetable of exhibi- 
tion and regular season games. Let the 
computer choose a site and roster for 
the All- Star ene or es the teats 
yourself. 

Before the game, you ¢ can pick from 


eaccel different stadia to play in, as well — = 


as your weather conditions. More than 


_ just wind and rain, FPS: Baseball uses 

_ factors like humidity, altitude and tem- 
: perature to determine what happens o 
_ with each crack of the bat. : - 

During play, you'll see rotoscoped ani- 
__ mation that looks like the real thing. | 
When you’ve knocked one out of the ~ 
park or made a great diving stab at 


short, go to the VCR and watch the play 


in forward and reverse action. Play it 
frame by frame. If you really want to. 
impress someone, you can create your 
own highlight reel with your saved plays. 


Once the game is over, you can sit 
back and look at how your players per- 
formed. Each game provides a detailed 
box score that gives you all the One 
tion you need to manage your team. 

lf you want to give yourself a workout, 
FPS: Baseball can be played in its 
arcade mode where you pitch, field, hit 
and run. For a more intellectual chal- 
lenge, you can manage the team, watch- 
ing only the critical pitch of each at bat to 
speed the game up. Of course, the truly 
die-hard baseball fan will want to do 
both, and the true fan won't want to miss 
PPS. Baseball. | 


Check your schedule to get your pitching rota- 
tion in the best shape you can. 


Str atonk. les of 


the Month 


By:Steve Cohen 
The "Don't do it", I yelled at the machine as my 


Flagship sunk to the bottom of the sea. I have 
finally learned that flagships are not 
invulnerable. Next time I will protect it with 
Fleet more than just 1 or 2 ships. No more Mr. Nice 
Guy...I will get more devious. Hmmm...A pre- 


= emptive strike with 4 or 5 subs will do some serious 
damage to his front line forces, followed quickly with a 


clean up force of carriers and battleships. I will, 


| however need to use my PT boats to be my eyes and ears 


before the ruckus begins. 


The alphabet box can be a very helpful utility : 

in solving the puzzles. Putting an X on the | 
Zig chart next to the letters that are in the word ee 

really lets you see things clearer. Try this << 
Lag challenge; Score over 25,000 points on a 7 


letter word without using the alphabet box to 


When traversing the maze, remember that you can 
get past certain obstacles by entering their 
part of the maze and simply go past him to the 
|) adjacent room. You may not be able to play his 
puzzles, but you can move right past him. 

Don't panic when playing a faster moving 
conveyer, just relax and put some blocks in the 
dump, you do have 50 pieces to throw in the dump. 


bidding conventions. Each plays slightly 
different, but can add more spice to your own 


playing style. Also...try the different 
partners, they do have different personalities 


and playing styles. 


B id Experienced bridge players should try all the 


Thea Be real careful about your modes. Forced 
march, can change the way your troops react in 
some crucial situations, thus it should only be 
used in certain situations. The AI is quite 
strong so don't underestimate your opponent. 
Q.Q.P. 495 Highway 202, Flemington N.J. 08822 
(908) 788-2799 


_ TWO GREAT TASTES THAT 
TASTE GREAT TOGETHER. 


SAMPLE A BLEND OF FANTASY AND STRATEGY AS 
DRAGONS AND TROLLS FORM ARMIES AGAINST 
WARLORDS IN Heroes OF MicHT & MAGIC. 


Thousands of gamers have traveled 
across the various lands of the five 
games in the Might & Magic series, 
reaping the glorious treasures and earn- 
ing more than a few glorious deaths for 

acters at the hands of 


BN OAALSLLSSSALALEE 


the fantastic and mythical creatures in 
those worlds—creatures ranging in power 
from lowly Gnomes to Dragons, Sorcer- 
ers and Elementals. Heroes have arisen 
from this cauldron of battle, certainly; 
beings with enough pa 


%. 


A Red army prepares to clash with a Blue host in the wintery snowcapped mountains. Not only must you 
outfight your opponents, you must outmaneuver them as well. 


Heroes of Might & Magic 
by New World Computing 


Game Summary 

Heroes of Might & Magic is a blend 
of the fantasy worlds of Might & 
Magic fame with the strategy of clas- 
sic wargames. Players command 
heroes who gather massive armies 
of fantastic creatures and do battle 
against other hosts gathered by 
other warlords in a grand struggle for 

territory and resources. 


Requirements: 386 or higher, VGA 
4 Meg RAM, Hard Drive 


Most major 


Sound Support: 


sound cards 
Available for PC and compatibles 


Designed by: New World Computing 
Distributed by: New World Computing 
Retail Price: $69.95 


Release Date Second Quarter, ‘94 
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Pee t Misht- Magic 


will to survive the constant battles and 
ravages of their peers. Some of these 
heroes become legendary, rising above 
the relatively petty battles to become 
revered by all. 

Now the heroes of the Might & Magic 
worlds are hurled together into a time- 
less battle of competing warlords. In 
Heroes of Might & Magic, players will 
form armies around these hired Heroes. 
They will gather men, monsters and 
materials for a massive campaign 
against other aspiring warlords. Victory 
will come only to the warlords with the 
right combination of tactical skill and 
strategic planning. 

Dozens of characters drawn from the 
Might & Magic series will be available for 
hiring and battles. Computer opponents 
will challenge the human player with 
cunning and varied artificial intelligence. 
Not only must the player manage 
resources well enough to be able to 
afford the best armies, he or she must 
also have the strategic foresight to place 
these hosts in the proper place at the 
needed time, married with a sense of 
tactical deployment to maximize these 
strengths. The Heroes of these worlds 
are quick to eliminate weak or careless 


One of Blue’s defenders falls to a crafty aerial attack. Another of Blue’s creatures has also taken perch 
upon the castle walls; the defense had best rally quickly. 


ENTER A FILTHY DYSTOPIA OF STRATIFIED SOGETY AND 
AN OMNIPRESENT COMPUTER OVERLORD, A LAND WHERE 
EVERYONE LIVES ETERNALLY BENEATH A Stee. SKY. 


by Virgin 


Game Summary 

You are Robert Foster, a displaced 
man in a city where no one is dis- 
placed. Explore a cyberpunk 
dystopia of steel and circuitry, ruled 
by a status-oriented computer that 
decides which people have access 
to which portions of the city. Discov- 
er the true meaning story behind 
Robert’s mysterious past and this 


VGA, 386 or higher 
Hard Drive 


Most major 
sound cards 


Requirements: 


Sound Support: 


Beneath a Steel Sky 


the visions which 
greeted him upon. 
his return to the city: 
‘a huge conglomera- 


_ stretching into the 
sky; a computer 
watching over all 


tance. Who is Robert really, and why 
was he brought back to the city? Why 
did the retrieval from the desert end so 
poorly? Find out in Beneath a Steel Sky, 
a Virtual Theatre graphic adventure fea- 
turing some art and input from Dave 


_ Robert Foster was a man destined to” 
be different. The hardy nomads who 
reared him knew he had come by 
tragedy from the nearby city; they knew 
the city dwellers would someday attempt 
to find him. They prepared him for this 
eventuality. But gums = ? 
nothing could have. 
prepared Robert for 


Gibbons of comic’s Watchmen fame. 


tion of dirty buildings’ 


activity and granting 


access to only a few 
privileged people; a 
society divided by 


Available for: PC and compatibles 
Designed by: Revolution Software 
Distributed by: Virgin 


nS 
I 
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Retail Price: N/A 


What Do PC Je 


Hain-Raisi 


Yeathn Defying N aneuvers 


WENOICS: 
VICtONy 
TST) 


=a 
Er 


Theme Graphic Adventure artifl cial Statuses ; ae 
Release Date Second Quarter, ‘94 and physical dis- a 7 ® 


ig Sorties, | 


Jockeys Want? 


The Mark Il WCS~ 
(Programmable Throttle 
Also Allows you to 
Program your Joystick) 


(Rudder Pedals) 


FAX (503)620-8094 [eS 


l—F ONLY PALADIN COULD 
SEE US NOW... 


WING COMMANDER TAKES A STEP INTO THE FUTURE WITH 
MULTIPLE PLAYER OPTIONS AND A STRATEGIC ARENA AS 
TERRANS AND KILRATHI FACE THE ARMADA. 


The Wing Commander engine has 
come a long way. From the very early 
days of Wing Commander | to the train- 
ing sequences provided in Wing Com- 
mander Academy, space combat in the 
future has been presented in a progres- 


sive fashion. Fighters are produced, 
tested and used against the enemy Kil- 
rathi for years. Technology leaps ahead, 
of course, rendering the older fighters 
less effective in combat against the 
newer versions of their foes. New fight- 


Fly any one of these ten spiffy fighter designs. Make no mistake: we're a long way from the Scimitar 


here as ships max out with six guns and nearly 700 kps top speeds. 


Wing Commander Armada 
by Origin 


Game Summary 

Blow up Kilrathi (or Terrans) to your 
heart’s content. Take on endless 
numbers of computer-generated 
enemies in gauntlet mode, or duel a 
human opponent over a network, 
modem or even on the same com- 
puter. Campaign games allow player 
to match strategic wits as well as 
combat reflexes. 


Requirements: VGA, 4MB RAM 


Sound Support: Most major sound cards 


Available for: PC and compatibles 


Retail Price: 
Theme 
Release Date 


Space Combat/Builder 
2nd Quarter, ‘94 
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A Kilrathi ship comes home to its carrier after 
fighting off a wave of enemies. 
ers are produced, and the cycle contin- 
ues, from Hornets to Ferrets to Arrows. 
So it is with games. Wing Commander 
Armada presents players with ten fight- 
ers that represent the finest in martial 
technology from both the Terran and Kil- 
rathi development houses. These fight- 
ers are the centerpiece of a game that 
will involve traditional dogfights as well 
as the opportunity to make the battles 
mean something in campaign modes. 
For sheer dogfighting fun, players can 
simply select battle mode and be 
launched into a gauntlet simulator that 
slowly grows in strength as the player 
advances through the waves. Five fight- 
ers for each side are available, from the 
nimble Terran Arrow (armed with only a 
pair of Laser Cannons) to the massive 
Kilrathi Korlarh (three Phase Blasters 
and two Flux Cannons, plus a top speed 
as fast as the Arrow). Three sets of 
enemy fighters appear in succession, 
followed by a quick landing aboard the 
home carrier, signalling the end of a 
wave. the the player is launched into an 
even more dangerous area. Top scores 
and times are kept for each wave, with 
modifications to allow for the relative dif- 
ficulty difference between fighters. 
Players with a more strategic bent can 


Manage the planetary resources well or you won’t have the fighters to protect these planets. Your 


enemy’s got a carrier lurking out there somewhere too. 


In space, no one can hear you scream. But 


everyone can see you explode. 


choose a contest less dependent upon 
arcade reflexes. Armada mode chal- 
lenges the player to dominate an entire 
sector. Beginning with only two fighters 
and a carrier, the player must force the 
other player’s race out of the sector by 
managing resources garnered from 
operating mining/manufacturing colonies 
in the sector. Each factory built can pro- 
duce more fighters for the carrier; each 
enemy factory found and destroyed 
means fewer fighters for the enemy car- 
rier, which lurks out there, somewhere. 


A stately Kilrathi carrier could be your ally or 
worst enemy. 
Vicious duels will erupt as fighters con- 
test ownership of planets and routes. 

Bases are composed of three different 
elements: mines, shipyards and fortress- 
es. Mines produce the resources neces- 
sary to construct the other elements. 
Shipyards construct the five types of 
fighters for your side for orbital defense 
or patrolling on the carrier. Fortresses 
protect the base against direct enemy 
assaults by launching a pair of fighters 
when an enemy presence is detected in 
the system. 

When fighter wings clash, the comput- 
er can handle the combat abstractly, 
determining factors like pilot skill and 


A Kilrathi Korlarh spins through a victory barrel 
roll after dispatching its opponent. 


Otay h Rappers: 
Rapa al SPE Bh 


PS | Re | 


The last remnant of a Banshee’s shields flare away as the Kilrathi ship makes a battle pass. But the 
Banshee has drawn blood as well: no more quick repairs for the Korlarh. 


experience and types of ships involved. 
The more action-minded players will 
have the opportunity to actually fight out 
the battles themselves. Thus a simple 
Terran Arrow, piloted properly, might 
bring down the heavy Kilrathi Goran 
where the computer's estimation normal- 
ly gives the Arrow no chance. 

Enough battles won will pave the road 
to the assault and destruction of all 
enemy bases and the enemy carrier 
itself. In normal Armada mode, that sig- 
nals the end of a hard-fought game. 

But Wing Commander Armada also 
presents a Campaign option, wherein 
winning the sector is only part of a larger 
war. Twenty-four sectors await for the 
player to conquer or fumble. Each sector 


presents the challenge given in Armada 
mode again. When the war for one sec- 
tor is over (enemy carrier destroyed), 
play moves to the next. A victory earned 
in campaign mode is a worthy victory 
indeed, given the time invested. 

And these victories need not be over 
just the computer. Wing Commander 
Armada offers many options for multiple 
human players. Modem users can duel 
an on-line opponent or team up in order 
to penetrate higher levels of the gaunt- 
let. Network users can make war with 
several opponents; a two-on-two furball 
is finally possible in the Wing Comman- 
der Universe. Players can also duel on 
the same computer using the split 
screen option. 


Player one fails an attack run as player two lines up a killing shot. Two people can play on one comput- 
er using the Split Screen option, or on several with modem or network options. 
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RULE YOUR LANDS QUIETLY 
OR SHATTER YOUR ENEMIES. 


Or CHOOSE BOTH, COMMANDING THE RESPECT OF 
THOUSANDS AS A BENEVOLENT MONARCH WHILE DRIVING 


YOUR ENEMIES BEFORE YOU. 


Old England was a green land of leg- 
end many, many years ago. The inhabi- 
tants were relatively gentle and 
peaceloving. The climate, if dismal, was 
forgiving. Life was good, if a little tough. 
Then came the year 1066. 


Merry Old England in the midst of a hotly contested land war. White and Green are sequestered in cas- 


A brutal tribe named the Normans 
swarmed over the sea and conquered 
this land. Thereafter, trouble and chaos 
reigned in this once-fair land for cen- 
turies. Thus it came to be that in the thir- 
teenth century, England was divided into 


tles as Black drives a wedge between Blue’s holdings-or is Black now surrounded? 


Lords of the Realm 
by Impressions 


Game Summary 
Rule England wisely while spread- 
ing your rule through conquest in a 
turn-based strategic builder. Allocate 
people and resources to faming, 
building, mining and military duties. 
Design and build your own castles, 


complete with moats, arrow slits and 


more. Make war on a tactical, modi- 


fied real-time basis. 


Requirements: VGA, 2MB RAM 


8 


Sound Support: Most major sound cards 
PC and compatibies 
Impressions 
Impressions 

969.95 

Empire Builder 

2nd Quarter, ‘94 


Available for: 
Designed by: 
Distributed by: 
Retail Price: 
Theme 
Release Date 
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Fae can strike fast and hard; use the auto- 
farm option if details aren’t for you. 

many counties, each governed by a sep- 
arate ruler. There was a nominal King 
over all England, but greed and lust for 
power subverted his rule over the 
regional nobles. The kingdom fragment- 
ed, and war broke out between rival 
counties. 

Lords of the Realm by Impressions 
throws the player into such a chaotic 
time as one of the power-hungry nobles 
vying for control of all England. Players 
can choose between a primarily combat- 
oriented game and a more peaceful 
game where ruling rather than conquest 
is paramount. 

Players who wish to emphasize ruling 
have a wealth of options available. Peo- 
ple must be allocated to tasks, including 
farming, building, mining and military 
duties. Morale must be kept up, and dis- 
eases kept down. The scarce resources 
like food, money and weapons have to 
be carefully managed. Each turn repre- 
sents a season, so players can become 
quite involved in the intricacies of crop 
rotation and farming if they wish; other- 
wise, an autofarm mode is available so 
that the player's attention can be placed 
on other things, like conquest or defense 
against other conquerors. 


Ph cauneMenire : 
Winter . AD 1272 
Ay a ncpeds 45 21 


ISON MLEN EN ROI Em 204 


a “Sacks of grain 0 
| Head of cattle 0 


/ Flock size 0 


oF 


Manage your whole realm with an eye to detail. make sure the people are happy and well-fed, and all 
will go right for you. Fail in your management tasks, and a disease-ridden populace will revolt. 


Three counties isn’t a bad start, though you'd 
better get to work on morale. 

Land battles can be fought in tactical 
detail by zooming down to a small battle- 
field. Many types of troops will form both 
sides of the battle, including archers and 
cavalry as well as armored infantry and 
knights. While combat progresses in 
real-time, the action can be stopped and 
orders given to various units at any time. 
Arrows fly and horses charge as the 
commanding generals alter targets and 
signal retreats. Decide to offer quarter to 
a beaten foe, or drive his men into the 
unforgiving ground. 

Crucial to the defense of the player’s 
realm will be not only the maintenance 
of a sufficient army but also the con- 
struction of sturdy castles. Players will 
be able to design and build their own 
castles in the style of the Edwardian 
castles built in north Wales during the 
time period of the game. A Caesar-style 


Play out the battles in a modified real-time interface. Pause the action to give your men orders, then 
watch them carried out until you need to order them again. 


interface will allow the easy construction 
and addition of many features, including 
moats, drawbridges, portcullises, arrow 
slits and more. 

These designs will be put to the test 
should an enemy lay siege to the castle. 
Will the walls and doors withstand 
attacker's sallies, or will all attacks be 
rebuffed with ease? Sieges will last 


ADVERTISERS INDEX 


months and often years, realistically 
depicting the reality of the contemporary 
siege situation, instead of a single all-out 
assault as has been previously common 
in the genre. 

Multiple human players can use the 
same computer to challenge one anoth- 
er as well as the computer opponents. 
Modem play will also be supported. 
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SPECIAL 
OFFER?! 


THE ONLY SOURCE FOR COMPUTER 
AND CD-ROM GAMING! 


LriMare > 


June, 1904 
Votume 3, teaue 11 


wt 


DON'T MISS OUT ON 
__THIS SPECIAL OFFER! 
YES! | WANT TO SUBSCRIBE TO 


Please send me 12 issues for the low price of JUST $23.95 - 


a savings of OVER 50%off the newsstand price! 
Send payment to: Computer Game Review, PO Box 1462, Lombard, IL 60148-9621 


Name 
Address 
City 
State Zip 
Payment Enclosed Bill Me 
Credit Card Orders: Visa __MC 
Card Number 
Exp. Date 
Signature 


For Faster Service, Call: 


Please allow 6-8 weeks for your first issue to arrive. Enclose U.S. Funds Only. All foreign 
orders must be prepaid. Canada & Mexico add $6.00 per year. Foreign $89.95 per year. HOGG 


ADVENTURE IN A WORLD 
WHERE THERE ARE NO ELVES. 


THE SKYREALMS OF JORUNE ARE A VERY DIFFERENT SET- 
TING FOR YOUR ROLE=PLAYING ADVENTURES; PSYCHIC 
MAGIC AND BIOTECHNOLGY RULE ALIEN LoGic. 


(not all are hostile) inhabitants. Use 

Alien Logic A shantha looms over you, blocking Incupods to wield the biotechnology to 

the low lights of the temple with its odd create useful creatures, or useless piles 

by SSI silhouette. Apprehension washes over of goo if your methods are incorrect. 

you in waves as you back away. With a You've never been to a planet like 
Game Summary spark and a sudden rush, it attacks, only —_ Jorune before. 

Enter a very different world of role- to be rebuffed by your hastily 
playing adventure, the Skyrealms of fired defense dysha. The bat- 
Jorune. Encounter Shantha and tle is on, strength against 
Thriddles and their marvelous psy- strength, dysha against dysha. 
chic/magical powers. The Skyrealms of Jorune are 

a dangerous place. Only a 
Requirements: SVGA, 386/33 or higher strong-minded person can 
4 Meg RAM, Hard Drive weather a world completely 


Sound Support: Passo hten.o alien to any you’ve seen 


Available for: PC and compatibles befo re. Odd creatures like “y Km ~* : 
Designed by: Ceridus Software thriddles and shantha practice : =o eS 2 RA a. Inventory 
Distributed by: Electronic Arts arcane biotechnology and | ek 2 ee EON runes 

i Ar ; j “ : iS a P © PN Memories 
Retail Price: $50.00 intense mental disciplines. = 


Theme H Tr ackel 
Release Date Second Quarter, ‘94 Travel around this world and 
converse with its wondrous 
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What got you hooked on Origamo? 
Let us know in 20 words or less and 
you could win one of the following prizes: 


First place: 
3 QQP products AND $50.00 


Second place: , 
2 QQP products AND $35.00 fs 


Third place: 
2 QQP products AND $25.00 


Fourth place: 
1 QQP product AND $15.00 


Fifth place: 
1 QQP product AND $5.00 


if ea, 

4 { y 
q me j 
at eS . Di 


All entries must be post marked by July 1, 1994. All entries become property of QQP, Inc. 
and are non-returnable. One entry per envelope. All judgements are by QQP and are final. 

| All winners will be notified by mail by August 1, 1994. Send all entries to: 

QQP, Department C, 495 Hwy. 202, Flemington, NJ 08822. 
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7M GONNA TAKE YOU ON 
A SERFIN’ SAFARI. 


YOu’ WISH THEY ALL COULD BE MEDIEVAL GIRLS AS 
YOU RULE OVER A GROWING LAND OF HAPPY WORKERS 


IN SSI’s Serr Cry. 


History never saw happy and efficient 
serfs, cheerfully working in clean gar- 
dens and shops for the glory of a loved 
ruler. But history isn’t an issue in the 
world of computer games, and Serf City 
presents such an idyllic view of the world 
on the road to challenging the player to 
build an even more idyllic setting. 

As the benevolent lord of dozens of 
scurrying serfs, lead them in the creation 
of a village. If your planning is good and 
the serfs sufficiently industrious, it will 
grow to a town and even a city. They'll 
grow food, construct buildings, collect 
minerals, attack enemies or whatever 
else you find necessary. 

Even with bouncy, happy serfs, the 
path ahead is hardly an easy one. Min- 


Serf City 
by SSI 


Game Summary 


Become the omnipotent leader of a 
group of loyal, obedient serfs. Com- 
mand them and watch them con- 
struct villages and towns, castles 
and farms. Defend against the 
encroachments of enemies as well 
as punch home a few attacks of your 
own. Gather and allocate resources 
and tools to grow faster. 


ers must be fed to produce the coal that 
factories need to operate. The factories 
produce the tools that workers need to 
gather the wood and stone to build more 
buildings. Knights must be paid to pro- 
tect your lands from rapacious enemies, 
or else all you have built will go up in 
flames. 

While details are an important feature 
of the game, the computer will cheerfully 
handle most of them for you. It will com- 
mand the various 
types of serfs to do 
the activities that 
you require, like 
transport materials 
and cut down trees. 
You need only set 
the sert’s parame- & 
ters of behavior and } | 
they'll handle the 
rest. 

Each serf has his | 
or her own profes- | | 
sion, ranging from | 
baker and pig farmer | # 
to knight or geolo- | 
gist. Each handles | 
various tasks inte- bs 


Requirements: 2 Meg RAM 
VGA, Hard Drive 

Sound Support: Most major 
sound cards 


Distributed by: Electronic Arts 


Release Date 
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gral to expanding or Maintaining the city 
they live in. Sawmill workers turn the 
trees brought in by lumberjacks into con- 
struction materials that construction 
workers will fashion into buildings that 
farmers can live in to produce wheat that 
the miller and baker can use to produce 
food for everyone else in the chain. 

Serf City provides several different 
computer opponents to challenge the 
player, as well as several two-player 
options including head-to-head. 


Long ago, while other civilizations were still 
_ immersed in mythology, the Chinese were feverishly 
collecting and documenting certain unique personality 
___ traits displayed by those born during the cycles of its 
__ lunar calendar. This in-depth information formed the 
foundation of The Chinese Astrology. Although its use 
has been officially FORBIDDEN in the Orient since 
1930, FOR TRE FIRST TIME EVER, these Asiatic 
‘concepts have finally been harnessed into the PC 
Worid! If properly used, you will unleash the secrets of 
the past, present and future! These ancient, Eastern 
influences have been combined with OUR Western 
Zodiac to form a one-of-a-kind self-discovery tool: 
EAST meets WEST: Chinese Astrology. 


_ An original soundtrack, digitized speech, detailed 
personality revelations, recommended occupations, 
and much, much more, combine to transform a 
Simple information Source into the AWAKENING OF 
- THE CENTURY! Over 2,000 well-known celebrities 
_ and their respective signs have also been included! 


Lani 


THE ANSWERS ARE AS CLOSE AS YOUR PC! 
~ Even though you will reveal the innermost personal 
details about yourself within minutes, you will find 
yourself Spending hours studying the multtlayered 


1 ~m= Ne BAI APY __ intricacies involved with family and friends) EAST 
KH i N ES E en T ROLO GY - meets WEST: Chinese Astrology requires no 


‘Specific code of belief; however, many Ofiental — 

Cultures swear by its accuracy and refuse t6 Make 
decisions without consulting it first. Just look at the — 
vast fortunes that have been generated in the Orient 


Sul 


Wt; ‘a. ». Here, then, is your personal invitation inte the 
oe Zz world of EAST meets WEST: Chinese 
ie eae Se Astrology! — , SS 


\ Use the coupon to glaim 

Your savings or call us TOLL FREE at 
4-800-700-9901. Q 

_Pigase respond promptly! 


Available for IBM and Compatibles. Supports VGA/SVGA 
and Sound blaster. Mouse required. 


-——_— lor oreo eee ee eee eee ee ee ee ee ee ee ee ee ee ee ee oe eee ee oe oes 


Chinese Astrology YwUSQMHhLmM27y~x»X 


REG. $54.95 ... SPECIALLY PRICED SAVE $10.00 Nannie 
POSTAGE & HANDLING " 
(CALIFORNIA ORDERS ADD 7% SALES TAX) Address 


Method of Payment (check appropriate box): City $$ 
_] CHECK or MONEY ORDER enclosed for $ State/Zip _ 


Re ee ee ee 


_IVISA  |_J] MASTERCARD EXP. DATE ~ SEND THIS COUPON OR CALL TOLL FREE 1-800-700-9901 
CARD # : BC Realistic Automation, 1030 E. Washington Ave Ste.119 Dept. 3718, 


Escondido, CA 92025 


SIGNATURE _ NOT AVAILABLE IN RETAIL STORES 


TECH SPECS 
Requirements: 


286, 640K RAM, 
VGA, DOS 3.0 


Sound Support: 
Sound Blaster, 
AdLib, Roland 


Controller: 
Keyboard/mouse 


Available for: 
PC 


Designed by: 
Impressions 


Distributed by: 
Impressions 


GAME SUMMARY 


You are in charge 
of a car company 
from 1908 through 
2008, and you must 
make it solvent and 
keep it solvent. 
Design and build 
the cars of your 
choosing, sell them 
for whatever you 
can and drive the 
competition nuts. 


The automobile. No other 


invention in the history of Earth 
has ever done more to affect the 
way people live. It opened up 
new vistas, new ways of concep- 
tualizing man’s view of the 
world. In America’s Great 
Depression, people were often 
more likely to give up their 
homes than their cars. Why? 
Because the car offered a 
method of traveling to distant 
places where work might be 
more easily obtained, and ina 
pinch one could live in a car. 
Detroit offers the player the 
opportunity to find out (in a limit- 
ed manner) how to most effec- 


SAFEST OF ALL; 


Here IN MY CAR, I FEEL 
CAN 


LOCK ALL MY DOORS... 


CRUSH THE COMPETITION! LOocK OUT THE 
UNIONS! BECOME THE FEAR AND ENVY OF 
AUTO MAGNATES EVERYWHERE! 
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The right design can make you an 
instant millionaire. 


tively produce automobiles dur- 
ing times of feast and of famine. 
What follows is not necessarily 
THE way to play the game, but 
simply an avenue to follow to 
achieve success as an automo- 
bile entrepreneur. 


You can sell your original car 
design throughout the entire 
game without designing any 
additional cars. To do this, sim- 
ply keep upgrading the car as 
new components become avail- 
able. Be forewarned, however: 
you will never be able to make a 
lot of money if you do this. The 
market will become saturated 
fairly quickly, and unless your 


The Administration Office is the command center for your tenure as an automobile 


entrepreneur. 
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car costs less than other manu- 
facturers’ models, you can 
expect to lose a bundle. As you 
develop more powerful compo- 
nents, you should start design- 
ing new models, such as the 
sports car and the luxury car. It 
takes a little while for any design 
to catch on, so don’t get discour- 
aged if your cars don’t sell well 
from the start. Simply make 
fewer of them. Expert tip: Just 
prior to the World War |, design 
a pick-up truck. This model, if 
properly priced and short on 
frills, will sell very well during the 
war. Similarly, design a van dur- 
ing the mid-twenties. Industry 
will love you for it. Remember, 
keep it cheap. 

Now let’s talk about what a 
body level is. Your researchers 
will develop new body styles as 
the game wears on (see the sec- 
tion on research for the optimal 
number of technicians to have 
on hand for each area of 
research). Once you have devel- 
oped a new body level, you can- 
not use an older version. Body 
level 1 gives you an angular 
body with no roof. Body level 2 
gives you a somewhat more 
rounded body, and now you'll be 
able to build your cars to afford 
some protection from the ele- 
ments. Body level 3 is more of 
the same compared to level 2, 
but the bodies will start to take 
on a slightly more aerodynamic 
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If successful, your bank account will 
blossom. 


The | proper marketing strategy will 


make you a household name. 


appearance and you will get a 
new type of car: the Family 
Wagon. Body level 4 gives you 
fins and monstrous chrome 
grills, but paradoxically grants 
you the new types of Compact 
and 4-Wheel Drive. Expert tip: if 
you get to body level 4 prior to or 
during World War Il, build as 
many of them as you can. They 
are very helpful to the war effort. 
The other body levels bring you 
up to today’s level of car design 
(and slightly beyond). 


Showrooms are your doorway 
to the world. With them, you can 
sell more cars. As such, you 
ought to think about expansion 
early on. Showrooms are critical 
when you’ve got a winning 
design on your hands. Because 
they cost more and more as the 
game progresses, think about 
opening at least three show- 
rooms in each of the four US ter- 
ritories within the first two or 
three years of your company’s 
existence, unless you are having 
a difficult time marketing your 
cars. Be advised, however, that 
showrooms continue to cost 
money each turn, whether you 
are selling cars or _ not. 
Showrooms must be set up with 
a supply line for cars to reach 
them, and the cars you intend to 
sell in a showroom must have a 
price other than zero on them. If 
you are Savvy enough, you can 
set prices individually by territo- 
ry, thus reaping even more profit 
from each particular model. This 
is very time-consuming; if you 
plan to sell your cars using this 
method, be prepared to spend 
about two or three hundred 
hours playing a single game. Be 
prepared to pay attention, too, 
as your competitors will become 
more cutthroat as the game 
wears on. 


This area of Detroit is critical to 
your success as an automobile 
magnate. In order to get the 
jump on your competition, you 
will need a staffed and happy 
research department. When the 
game starts, you should immedi- 
ately hire all the available techni- 
Cians you can, then divide them 
among the various areas of 
research. Although the insert 
card in your game box tells you 
that you should have 20 techni- 
cians working on each of the first 
four areas and 40 working on 
each of the others, this is only 
correct for the first few years of 
the game. New technologies 
become available according to a 
formula known only to the folks 
at Impressions; I'll attempt to 
steer you with what | was able to 
figure out. There are differing 
numbers of each technology 
available, and each develop- 
ment occurs after a certain num- 
ber of man-hours have been 
devoted to it following other inci- 
dental developments. For 
instance, the number of engine 
types available throughout the 
game is 20, while the number of 
body level types is seven. 
Therefore, you will develop 
engines quite a bit faster than 
body levels. However, your body 
level growth will be slowed 
somewhat due to the limited 
number of suspension types, 
since a certain level of suspen- 
sion must be developed before a 
corresponding increase in body 
level. This applies across all of 
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(BUST! 


ONE OF THE WORLDS BIGGEST 
AUTOMOBILE MANUFACTURERS © 
HAS FILED FOR BANKRUPTCY. 
IMPROMPTU AUTO : 
MADE THE ANNOUNCEMENT 
YESTERDAY. THE COMPANY _ 
(CEO WAS IMMEDIATELY FIRED 
AND LATER ACCEPTED FULL. 
BLAME. HE DESCRIBED THE 
SITUATION AS THE BIGGEST 
PERSONAL FAILURE OF HIS 
LIFE. SHAREHOLDERS MUST 
NOW HOPE THAT AN INVESTOR 
CAN BE FOUND WHO WILL © 
KEEP THE COMPANY ALIVE. 
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Letting your research am means —— 
behind your competitors. 


the areas of technical develop- 


ment: technological break- 
throughs (with the exception of 
engines) generally happen in 
groups; that is, if you develop a 
new thing-a-ma-jig, your techni- 
cians will share the knowledge 
and develop a different widget 
fairly quickly if the knowledge 
applies. So for those of you who 
must have it spelled out, the 
optimal number of technicians 
working in each area will finally 
come to rest between 32 and 38. 
| personally recommend 40 per 
area, but I’m a bit of a pessimist. 
One other thing: pay them well. 
You can always tell when you 
aren't paying them enough: the 
number of technicians available 
for hire each month will 
decrease. 


Even though upgrading facto- 
ries to their highest level (10) is 
expensive, it is often necessary 
as you progress in the game to 
make them more efficient. The 
only way to do this is to spend 
some ) capital. ae in ine game, 
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Kids! Don’t let this happen to you! Bankruptcy is a brutal nightmare to get yourself 


out of, as banks will be hesitant to lend you money. 
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THE HISTORIAN 
SPEAKS 


Because maior his- 
torical international 
crises are a part of 
Detroit, you are 
much better armed 
to deal with them 
than any of your 
computer oppo- 
nents. World War | 
begins in 1914; 
demand for auto- 
mobiles drops off 
over the next four 
years, then goes 
rampant in 1920. 
The Great 
Depression begins 
in 1929; your com- 
pany will not feel 
the effects until late 
1930, though. 
Demand for cars 
begins to drop due 
to World War II 
around late 1937 as 
Hitler’s armies pre- 
pare for their march 
across Europe. 
Trends reverse 
themselves late in 
1943, and by 1946, 
you can pretty 
much ask whatever 
you want for your 
existing models. 
The Korean and 
Vietnam Wars hard- 
ly affect your busi- 
ness at all, but the 
Arab oil embargo of 
1973 will place your 
compact car models 
at a premium. The 
Minor Depression of 
1978 (and its con- 
current inflation of 
oil prices) hits all of 
your auto lines in 
the pocketbook; you 
will barely be able 
to sell cars at all for 
about nine months. 
The luxury car mar- 
ket will run rampant 
in the mid-eighties, 
but this demand 
drops off rapidly 
beginning with 
1991. Plan accord- 
ingly. 
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THE Price 
RIGHT: SELLING 
CARS IN A 
HOSTILE 
MARKETPLACE 


Because history 
plays such an 
important role in 
Detroit, you can 
make a bundle 
while the other 

| automakers are cry- 
ing in their beers. 
Just prior to World 

| War |, design a van. 
World War | saw 
the use of the van 
as an ambulance 
and armaments 
transport. During the 
Great Depression, 
pickup trucks and 
family wagons were 
at a premium, since 
they could hold an 
entire household’s 
belongings. With 
the onset of World 


War Il, you should 
already have a four- 
wheel drive vehicle 
on the market. Even 
after World War Il, 

| this car design will 

| continue to sell like 


hotcakes. Design 
two: one with no 
frills and one with 
medium frills. With 
the coming of the 
Arab oil embargo 
and the concomi- 
tant gasoline short- 
ages, compact cars 
became all the rage 
(remember the ill- 
fated Pinto and 
Vega?). Any kind of 
a compact car that 
you can put on the 
road will sell well, 
but keep the price 
reasonable (rather 
than competitive). 
Come 1978, your 
research depart- 
ment had best not 
be lagging; elec- 
tronic fuel injection 
will keep your com- 
pany alive. 


your factories don’t need higher 
tech levels in order to turn out 
the number of cars that demand 
dictates. However, if you keep 
adding workers to an existing 
factory line, the line becomes 
more and more inefficient until 
you are losing money on it. At 
that point, you will be making the 
same amount of cars no matter 
how many workers you stick on 
the line. Remember also that if 
you have only one worker on an 
assembly line, that line will not 
produce anything at all. The best 
thing you can do in terms of best 
return for your money is to 
upgrade your factories while 
maintaining a fairly constant 
number of workers on each line. 
Expert tip: the point at which an 
assembly line becomes saturat- 
ed hovers right around 30 work- 
ers. For most of the game, how- 
ever, I’ve found that having eight 
workers per line is optimal, while 
sixteen workers is acceptable. 
Remember, pay your assembly 
workers enough of a wage that 
you are still increasing your hir- 
ing pool each month. 


Monthly reports are your 
friends. With them, you can not 
only find out how well you are 
doing, but you can also find out 
how you stack up against the 
competition. This is extremely 
important, because your reports 
will give you a much better idea 
of how and where you should 
allocate resources. 

The one report you should 
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sation or the Edsel of its day. 
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~ the Model Report. This will tell 


2Gta= » 


Testing your new car designs will sometimes tell you if a car will be an overnight sen- 


you how well each of your cars 
are selling. If you find yourself 
with an overstock of cars, you 
can treat it in one of several 
ways: lower the price on that 
particular model, change the 
design of the car (so that it has 
more features), open another 
sales office where you already 
have a marketing strategy 
employed or do nothing. I’ve 
found that, when you have a 
new car design, it generally 
takes people a little while to get 
comfortable with the concept of 
the car; once that happens, 
sales will pick up. 

Another report that you should 
look at a lot in the early stages 
of the game is the Model 
Comparison Report. This lets 
you know how your computer 
opponents are strategically plac- 
ing their car designs within a ter- 
ritory. This will tell you whether 
or not your car is priced outside 
the market. 

Likewise, it is helpful to look at 
the Compare Report at least 
once every couple of turns. Your 
competition’s profit should be of 
the utmost concern to you. If 
they are making a lot of profit but 
have a fairly poor expense-to- 
income ratio, you know that their 
companies are poorly managed 
and inefficient. Tighten your own 
controls accordingly. 

The final report that will con- 
cern you the most is the Subsys 
Level Report. This tells you how 
well you are allocating personnel 
on your research teams. If one 
of your competitors is getting 
ahead of you in one area, you 
should probably hire some more 
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tors are deep in debt? 

technicians and assign them to 
working on that area. This car- 
ries the caveat of “within rea- 
son; if you fave 150 
researchers trying to tackle one 
problem, they are going to be 
very ineffective because they will 
be stepping on each others’ 
toes. Remember, each of your 
research areas should have no 
more than 60 people assigned to 
them, and a better figure is right 
around the mid-thirties. 

Of the other reports, two are 
not reports at all, although they 
do generate reports (at a price): 
Demand and Consultant. The 
Demand button will generate a 
Demand Report for one model of 
automobile per month by territo- 
ry. This is useful for discovering 
how well a model might do in a 
territory where you currently 
have no sales offices. The 
Consultant button hires an out- 
side consultant to do a market 
survey. Among other things, this 
report tells you which model 
designs among your current 
offerings are your best and 
worse, which technology you 
should work on first, and 
whether your company has 
name recognition across various 
territories. While these reports 
may seem important to the suc- 
cess of your company, I’ve 
found them to be virtually use- 
less, particularly when introduc- 
ing a new car design. 
Established models will return 
more accurate results when gen- 
erating a Demand Report. 

All of the other reports give 
you fairly uninformative data. 
From the reports detailed above, 
you should be able to infer most 
of the information contained in 
these reports. The one other 
report that may be useful is the 
Distribution Report. If you find 
you have a huge overstock of a 
model, looking at this report will 
tell you if your supply lines are 
set up properly. -Ted Chapman 


— BRINGYOUR 
FAVORITE GAMES TO LIFE 
ON THE BIG SCREEN! 


GAME ZAPPER turns your living room into a virtual reality 
LI M ITED Tl M E OFFER! gameroom by boosting your ? 


These sensational computer games are FREE—a $150 | favorite PC games from your 
valuwe—inside every GAME ZAPPER package! VGA monitor onto your : 


Priv iq® etRighter Il" Spectre 2 big-screen TV. 

— sen ae a — GAME ZAPPER converts 
your PC’s VGA output toa 
video signal and supports 
640x480 VGA resolution. 

So plug in GAME ZAPPER — 
your favorite games will be 
larger than life! 


B.i ADVANCED DIGITAL SYSTEMS 20204 State Rd. Cerritos, CA 90701 (310)865-1432 (310)809-6144 (Fax) (800)888-5244 


_ by Bréderbund by Velocity by Velocity 


Available at: = Best Buy * CompUSA # Computability = Computer City * Computer Express * Egghead Software # Fry's Electronics # Insight * J.D.R. = Micro Center = Tiger Software ® USA Flex 


All brand and product names are trademarks or registered trademarks of their respective owners, 


Requirements: 
286 or better, 
VGA, 640k, 
Hard Drive 


Sound Support: 
Roland, Sound 
Blaster and 
compatibles 


Controller: 
Keyboard, Mouse 


Available for: 
PCs and 
compatibles 


Designed by: 
Avalon Hill 


Distributed by: 
Avalon Hill 


GAME SUMMARY 


Crown your favorite 
heir and slay your 
fellow nobles at the 
same time in this 
recreation of the 

| War of the Roses. 
Don't let your heir 
get assassinated! 


TECH SPECS 


pare 


Kingmaker is a mercurial 
game in which fortunes can 
change from moment to 
moment. In their quest to 
become Kingmaker, factions 
wheel and strike their brothers 
without warning; plans are shat- 
tered by the demands of domes- 
tic and foreign unrest; secret 
allegiances are revealed just in 
time to seal a noble’s doom; and 
only one heir of nine will survive 
these trials as a witless pawn, 
struggling to survive to hold and 
keep the throne. 

These challenges may seem 
daunting to the novice 
wargamer, requiring a solid 
grasp of tactics as well as the 
sixth sense necessary to know 
when the factors will abruptly 
change. However, this is not the 
case. Rampant change is the 
meat of the game, not the spice. 
All that is required to master the 
game is superior plan 
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ning and 


Keep heirs and important nobles away 


OW TO WIN THE 
SHOVING MATCH 


BEHIND THE THRONE. 


DRAG ROYAL HEIRS AROUND LIKE MEAT WHILE 
AVOIDING EVERY OUNCE OF YOUR NOBLE 


DUTIES TO BECOME THE KINGMAKER. 


excruciating patience. In the 
right combination, anyone can 
become Kingmaker. 
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But how can anyone plan 
when essential portions of the 
game are completely random? 
The answer is to plan around 
these potentialities. 

While it is impossible to predict 
when these random events 
occur, it is perfectly possible to 
include them in your planning. 
You may complain that your ace 
defender of your chosen heir 
(Percy as the Marshal of 
England: 200 troops!) is continu- 
ally being summoned across the 
breadth of England. The answer 
to this is not to depend upon him 
as an ace defender. Marshal 
Percy makes a terrific harasser 
(if not outright assassin); why 
decry his near-liquid mobility? 
Use this proclivity rather than 
suffer from it. 

Remember, the more powerful 
a noble or office, the more likely 
that he will be called elsewhere. 
The Chancellor of the Tower is 
an extremely powerful office, 
and as such will be forced to 
travel often. The trick is to plan 
around this “handicap” by using 
this travelling noble as an attack 
stack, rather than a defensive 
one. Paradoxically, the more 
valuable a noble is, the less 
focused use you will be able to 
make of him. 

Therefore, divide your nobles 
into two types: important and 
unimportant. Important nobles 
(Percy, Mowbray, Neville, etc) 
and powerful offices (Marshal of 
England, Warden of the North 


The initial deal determines much about 
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the game. Pick combinations well. 


Marches, etc) should be used as 
strike forces. They maintain 
enough troops (plus office/title 
troops) to do well in such cir- 
cumstances, and their mobility is 
a plus rather than a minus. You'll 
need a powerful stack to haul 
Margaret of Anjou out of her 
hideaway anyway. 

The unimportant nobles have 
a much different role. To these 
pawns fall the more prosaic 
duties of defending chosen heirs 
and banding together to strike 
down other minor nobles. Since 
these nobles will rarely be sum- 
moned away by the pressures of 
noblesse oblige, they make 
good guardians. Conversely, 
their lack of power lends a vul- 
nerability to direct assault. Thus 
they need to band together and 
be alert to enemy forces moving 
nearby. 

This duality of forces confers 
an added advantage; the mobile 
striking forces stir up the enmity 
of the computer-controlled fac- 
tions while the minor pieces sit 


This is what you’re here to see: the 
crowning of your chosen heir. 


quietly in secure castles. 
Eventually the computer factions 
will be driven so mad by these 
attacks that they may well forget 
about the whole king business 
and seek only the death of your 
highly mobile forces. 

The other way in which fortune 
can deal a nasty blow is by 
whisking a fully guarded King 
out from under his defenders 
and into an undefended area in 
order to meet an embassy. If 
these occur at inopportune 
moments, they can sentence 
your monarch to a swift death 
(or worse, capture). While you 
certainly can’t always be ready 
for this, there are steps that can 
be taken. The sites are not ran- 
dom; there are only a handful of 
places that the King will be sum- 
moned to. A few game’s play will 
alert you to these sites. Have a 
few ships that aren’t doing any- 
thing? Park them off these sites, 
ready to whisk a poorly-defend- 
ed monarch out to the safety of 
the open seas. 
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The other skill critical for suc- 
cess at Kingmaker is patience. 
Since much of the game is 
based on random factors, your 
luck may be poor in the begin- 
ning. Also, much true power in 
the game is a result of beneficial 
combinations of assets (see next 
page for examples). If you don’t 
have these combinations, does 
that mean that all is lost? 

Patience will win the game. 
Just because you don’t start with 
Percy doesn’t mean you won't 
eventually have Percy. He’s like- 
ly to die a few times during the 
game. Ditto with anything else 
worth having; you can always 
get it later. 

There’s no need to rush right 
out and grab yourself an heir at 
the beginning of the game 
(uniess handed a splendid 
opportunity like the Archbishop 
of York). Wait a while. The com- 
puter factions will begin building 
their enmities as well as elimi- 
nating a few heirs. Let them. 
Nine must be reduced to one by 
game’s end; don’t sweat it if all 
the blood is not on your hands. 

Especially avoid taking Henry 
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Vl at the beginning. London is 
powertul protection for him, pow- 
erful enough to stave off the 
computer factions for a while. 
Grab a secure crowned king 
only when you have a 
Parliament card or when some- 
one else has him. It’s much easi- 
er to let him simply sit until then; 
he’s safer there than with you. 
Above all else, let the comput- 
er factions squabble while keep- 
ing a low profile. As their fighting 
grows in fury, your faction will 
quietly grow in strength. They 
will eventually largely ignore the 
heirs in order to pound on each 
other; you'll reap the benefits. 
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The artificial intelligence has 
its quirks and foibles. While 
robust enough for casual or 
novice play, it is unable to with- 
stand a practiced wargamer’s 
assault. This does not mean that 
a win is fait accompli every time 
you play, nor that victory will 
always be smooth and come 
from an expected direction. 

The A.|. has a complex set of 
goals, not the least of which is to 
conform to the personalities of 
the nobles represented. You will 
be unable to pluck the teeth from 
an adventurous and powerful 
noble like Neville; but you will be 
able to avoid the worst of the 
computer's attention by following 
two guidelines. 

The first is patience. Don’t 
attack a computer noble without 
cause; he'll just grow angry with 
you (or his faction will). Wait it 
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It can be embarrassing to have the sturdiest defender of your chosen heir called 
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Crown Edward quickly, and the game is 
as good as won. 


out and don’t overextend your 
faction’s military capacity. 

The second principle is not to 
present an overly appealing tar- 
get. Let small stacks rest 
between turns in Royal Castles. 
In particular, make sure a poorly 
defended noble isn’t carrying 
around a surplus of items like 
mercenaries and other goodies. 
The computer is aware of these 
and will strike at them. 
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Combat is always dangerous. Never 
commit what you can’t lose. 


In fact, it's best to keep ships 
and bishops in particular hidden 
in the later stages of the game. 
For whatever reasons, the com- 
puter feels that these are 
extremely valuable and will near- 
ly always strike in order to ran- 
som a noble for one or more of 
these possessions. Don’t make 
it too easy for a single strike to 
give up too many advantages. 
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away suddenly by events on the home front. Try to avoid this. 
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THe CASTLE 
TRAP 


Many newcomers 
assume that the 
safest place to wait 
for your faction’s 
next movement turn 
is in castles. This is 
true at first, but can 
cost you enormous- 
ly in the later stages 
of the game, and 
may even Cost you 
victory. If your cur- 
rent stack only 
includes Hastings 
and all his 10 men, 
resting between 
turns in a castle 
(+100 or more men) 
is a good way to 
keep Hastings alive 
and allow him to 
join a decent stack. 
However, once you 
do have a good 
stack (100-200 
troops), you'll be 
better off waiting in 
the open. Not only 
do the larger forces 
have trouble fitting 
into a castle any- 
way, they are better 
off defensively in 
the open fields. You 
see, most of the 
Castles in the game 
were not designed 
as true fortresses, 
capable of with- 
standing mighty 
sieges. Quite the 
opposite, in fact; 
most were noble’s 
homes and seats of 
power. An enemy 
force of 200 men 
has a very great 
chance of succeed- 
ing in its siege of a 
castle with 300 or 
more men. A stack 
of even only 100 
men has a much 
better chance of 
defending them- 
selves successfully 
in the open, anda 
greater chance of 
slaying an attacking 
noble or two. 
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COMBAT 


The advice in the 
manual on the 
advanced combat 
option is correct: in 
most cases, don’t 
bother. In fact, the 
manual claims that 
it's possible to sway 
a close, 1:1 odds 
battle by your hero- 
ic planning on the 
field. Unfortunately, 
this is largely diffi- 
cult and frustrating 
to attempt. Where 
the advanced com- 
bat option does 
work best, however, 
is in field execu- 
tions. If the enemy 
force contains a 
powerful personage 
(Percy, Mowbray, a 
royal heir, etc), just 
lock all 100 or so of 
your troops on that 
one person and 
watch him be 
dragged from his 
steed. This is an 
enormously satisfy- 
ing way to enda 
rivalry. 


TIMING 


When playing 
against more than 
one computer fac- 
tion, be careful 
about the timing of 
your attacks. Once 
all the nobles have 
been handed out at 
the beginning of the 
game, the only way 
to get more is to 
slay them on the 
battlefield and 
recruit their heirs. 
Therefore, realize 
that the nobles you 
kill will become 
available to the fac- 
tion who follows you 
in the turn order. Be 
careful that your 
bloodthirstiness 
doesn’t inflate one 
faction over all oth- 
ers by default. 


Percy, Earl of Northumberland 100 Men, Alnwick Castle and 


Cockermouth Castle 


Neville, Earl of Warwick 50 Men, Raby Castle 


(3 others) 


Bishop of Carlisle 


30 Men in the North, Carlisle 


Bishop of Durham 30 Men in the North, Durham 


Warden of the 
Northern Marches 


50 Men, +100 in North 
Bamburgh, Berwick 


Mowbray, Duke of Norfolk 


50 Men, Denbigh, Usk 
(3 others) 


Pole, Duke of Suffolk 30 Men, Ludlow Castle 


Talbot, Earl of Shrewsbury 30 Men, Ludlow Castle 


Fitzalan, Earl of Arundel 30 Men, Chirk Castle 


(Arundel Castle) 


Herbert 10 Men, Llanstephan Castle 


Marshall of England 100 Men, Harlech Castle 
Chancellor of England 50 Men, Caernarvon Castle 


50 Men, +200 in Wales 
Rhuddlan, Chester 


Chamberlain of the County 
Palatine in Chester 


Chancellor of the 
Duchy of Lancaster 


Beton Se 


Courtenay, Earl of Devon 


50 Men, +100 near Conway 
Conway Castle 


Corto 


30 Men, Okehampton Castle 


Holland 20 Men, Compton Castle 


(Kimbolton Castle) 


Duke of Exeter 


20 Men, Exeter 


50 Men, +100 in D/C area 
Oxford, Plymouth 


Chancellor of the 
Duchy of Cornwall 
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Establishment of a regional 
power base is very helpful in 
defending your chosen heir from 
all comers. These lists illustrate 
the best groupings of power for 
the three most likely regions. 

A quick glance through the list 
shows that Wales is the most 
powerful hiding place. This is 
mollified by the fact that two of 
the powerful offices (Marshall of 
England and Chancellor of 
England) will often be called to 
business elsewhere in England. 
However, this does not diminish 
the ‘fact that both the 
Chamberlain of the County 
Palatine in Chester and the 
Chancellor of the Duchy of 
Lancaster provide very real 
strengths in the area. A stack 
containing these two offices will 
thus mass at least 460 Men in 
Wales; this assumes minor titled 
nobles and no men-at-arms. If 
Herbert (plus title) and either 
Pole or Talbot were given these 
offices, events would rarely call 
them away farther than one 
turn’s ride away from Wales. 

Both the Northern Marches 
and Devon and Cornwall have 
similar advantageous groupings. 
Courtenay makes a fine 
Chancellor of the Duchy of 
Cornwall, while Holland makes a 
reasonable Duke of Exeter (but 
events near Kimbolton may call 
him away unexpectedly. In the 
North, both Percy and the 
Warden of the Marches will con- 
stantly be at the mercy of 
Scottish raids; combining the 
two will therefore not be any 
additional strain. 

Building these regional power 
blocks is a combination of luck 
and opportunity; but when that 
opportunity comes along (like 
Parliament, for example), make 
Sure you have an acute aware- 
ness of the geographical reali- 
ties and potentials of your fac- 
tion. Anything less would be 
treason. -Kevin Perry 


‘BATTLECRUISER: 
3000 AD’ You com- 
mand a mighty 
Battlecruiser. Your 
mission is to thwart 
the attack of the 
power hungry 
Gammulan Empire 
which hovers on 
the brink of galac- 
tic conquest. Of- 
fers advanced 3D 
modeling, texture 
mapping, interac- 
tion with 12 alien 
species, and extra 
credits earned by 
trading. $45 


‘INHERIT THE 
EARTH’ A fantasy 
adventure that will 
introduce players 
to a new world of 
breath taking 
scenery and 
excitement...Earth. 
Accompany Rif the 
fox as he attempts 
to uncover the 
mystery surround- 
ing an ancient hu- 
man artifact. Fea- 
tures intuitive inter- 
face, puzzles and 
overhead perspec- 
tive. $36 


_ Scenart 


‘Se 


‘DISCIPLES OF 
STEEL’ Your sa- 
cred quest is to 
save your once rich 
and vast land from 
total destruction. 
You must unite the 
people of Lanathor 
to defeat the evil 
hordes. Offers 
amazing 3D ad- 
venture, control up 
to 8 disciples, stun- 
ning graphics, 
huge array of magi- 
cal spells, and 
hundreds of 
quests. $34 


‘WARLORDS 2 
SCENARIO EDI- 
TOR’ Contains rou- 
tines which auto- 
matically smooth 
the transitions be- 
tween terrain types. 
Offers complete 
control of scenario 
Creation and 24 
new scenarios. 
Create new maps, 
edit existing maps, 
set city revenues and 
descriptions, build 
roads, and place ru- 
ins and temples. $29 
Warlords2 $29 


Every day you survive 
is 8 victory... 


! The Fina! Simulation 


‘OUTPOST’ You 
only get one 
chance to destroy 
civilization. Players 
explore new 
worlds, research 
new technologies 
and strive to colo- 
nize distant planets. 
Based on NASA re- 
search, Outpost is 
a realistic simula- 
tion of the com- 
plexities involved in 
building a self-con- 
tained colony on a 
hostile planetary 
surface. CD$39 


“FREE GAME OFFER 


Spend the specified amount on any in stock software and 
choose a free IBM game from the corresponding list below. 
Offer subject to change or cancellation without notice. Valid 
from June 1st through July 31st or while supplies last. 


SPEND $60 GET 


Playmaker Football Combo, Cardinal of Kremlin 3.5, Darkhalf 3.5, 
Trump Castle 2 Data Disk 1 or 2 3.5 or 5.25, Gunship 5.25, 
Pirates 5.25, Star Legions 5.25, Magic Candle 2 5.25, MacArthurs 
War 5.25, Crime Does Not Pay 5.25, Warlords 5.25, X-Men 5.25 


SPEND $100 GET 


Airborne Ranger 5.25, Mercenaries 5.25, Command HQ 5.25, 
F15 SE 2 5.25, M1 Tank Platoon 3.5, Megatraveller Zhodani 


5.25, Red Storm Rising 3.5, Battles of Destiny 3.5 


Acoustic Resrch Part 622 $239 Dragonsphere CD $48 All Character Editors $16 AH-64 B Longbow $54 A Train W Constructn Set $36 APBA Bsball Statmstr 2.0 $29 
Advncd Gravs Ultrsd Max $185 El Grito DI Jagar CD WIN $46 ADD Collectors Edition3 $19 Aces of the Deep CD $39 Advanced Civilization $35 APBA Micro Manager $32 
Altec ACS 3 Speaker Sys $169 Escape Dead ZoneCD $48 Al-Qadim CD $42 Aces over Europe CD $39 Battle Isle 2 CD $45 All American Coll Fball 94 $42 
Auto Cockpit $169 Fred P. Frontr Pharmicist 2 $44 Arena: Elder Scrolls $44 Armored Fist $44 Black Beard $36 Barkley: Shut Up and Jam $42 
Cyberman $79 Freelancer 2120 $42 Celtic Legends $32 Army Air Corps: 1942 $48 Caesar $24 CD-ROM Baseball CD $24 
Flight Cockpit $219 Gabriel Knight CD $45 Cobra Mission $34 Delta V $42 Campaign 2 $36 Dave Robinson NBA Actn $44 
Gravis Anolog Pro Joystck $34 Gateway Collect 1&2CD $36 Curse of the Azure Bonds $15 Evasive Action $34 Castles 2 CD $48 Front Page Football Pro $45 
Jet Stick $24 Hand of Fate CD $39 Cyber Space CD $38 Evolver $38 Civilization $44 Hardball 4 $34 
Labtec CS-900 Speakrs $69 Hell Cab CD $49 Cyclones $46 F15 Strike Eagle 3 CD $48 Colonization $48 Joe Montana Football2 $42 
Labtec CS-1400 Speakrs $99 Horde CD $49 Daemonsgate DOS or CD $32 FA 18 Hornet DOS or CD $54 Command and Conquer $42 Links Pro 486 CD $42 
MV 400 Prm Port CD Drv $240 In Extremus $42 Dark Sun Grey Isl Ex Pak $34 Falcon 3 S2 MiG 29 $32 Conquered Kingdoms 2 $36 ML BB 4 USAT Fan Man $25 
MV 5000 Pro Deluxe $689 Inherit the Earth CD $36 Dark Sun CD $49 Falcon Gold CD $49 Darklegions $42 ML Personal Pro Golf $28 
NEC3XE MSp Ex CD Drv $549 lron Helix CD $56 Darklands Mast Edit wbk $51 Flight Sim ToolKit $58 Dominion: One King’s Life $41 Microsoft Golf CD $48 
NEC3XI MSpn In CD Drv $459 Jack the Ripper $39 Disciples of Steel $34 Great Naval Battles 2 CD $42 Dominus $39 NFL Coaches Club $34 
Pilot Control Stand $19 Jagged Alliance $48 Dragon Tales CD $38 Harrier Assault SVGACD $44 Empire Dix Master Ed CD $45 NFL Cchs Club FballCD $34 
Pro Audio Spectrum 16 $139 Journeyman Project 2 CD $52 Dungeon Hack CD $39 Indy Car Racing $35 Fantasy Empires $39 NHL Hockey $43 
Reel Magic Lite $289 Jurassic Park $39 Dungeon Master 2 CD $48 Inferno DOS or CD $39 Fantasy Fiefdom CD $48 PGA Tour Golf Ltd Edit $32 
Sound Blaster 16 Basic $119 King’s Quest Antholgy CD $49 Elvira 2 Jaws of Cerberus $16 lron Angel DOS or CD $39 Genghis Khan 2 $34 Pro Tennis Cup $38 
SBlastr Gameblstr CD 16 $389 King’s Ransom CD $38 Eye of the Beholder 3CD $42 Jet Pack CD $44 Grandest Fleet $35 Tom Landry Football Dix $29 
Sound Blaster Pro Deluxe $89 Lands of Lore 2 CD $46 Heroes of Might & Magic $45 Jetfighter 3 $44 Great Navl Battl Admirl Pk $49 Tony LaRussaBB2CD $46 
SBlastr Video Spigot WIN $199 Legend of Kyrandia $32 Interplay’s 10 YrAnthCD $48 Jutland CD $44 Hammer of the Gods $42 Troy Aikman Football CD $49 
Sound Man Wave $189 Leisure Suit Larry6CD $39 Kingdms Far Reaches CD $44 Loderunner $39 Hollywood Mogul $39 Unnecessary Roughness $33 
Thrustmaster Driving Sys $114 Loom CD $39 Knights of Xentar $46 Mech Wars DOS orCD = $48 Humans CD $28 Wayne Gretzky Hockey 3 $42 
Thrustmt FCS Pro UProm $14 Lunicus CD $42 Lord of the Rings Vol1 & 2 $19 Mechwarrior 2 DOS or CD $46 Kingdoms of France $34 
Thrustmaster FLC Sys $125 Mario is Missing CD $44 Lords of Midnight CD $55 Metaltech: Earth Siege $45 Koshan Conspiracy CD $48 
Thrustmaster Rudder Sys $99 Morph Man CD $29 Might & Magic 5 $36 Microsoft Flight Sim 5.0 $44 Merchant Prince $39 
Thrustmtr WCS2 UPROM $14 Myst CD $48 Pirates Gold $39 MS Flight Sim Flight Shop $32 Millenium Auction CD $48 
Universal Cockpit $219 No Mouth & | Must Screm $44 Pools of Darkness $38 Mig 29 Gold CD $49 Outpost CD $39 101 Sex Positions2CD $39 
Virtual Pilot Pro $84 Noctropolis CD $52 Ravenloft CD $52 Operation Airstorm CD $42 Patrician CD $36 Animated Fantasies 2 CD $34 
Out of this World 2 CD $45 Red Crystal $21 Pacific Strike $49 Pax Imperia $42 Bodacious Beauties CD $36 
Phantasmagoria CD $59 Skyrealms of Jorune CD $50 Pacific Strike WSpchCD $48 Perfect General 2 $36 Busty Babes 2 CD $36 
Prince of Persia 2 $42 Star Trk Deep Space 9 CD $52 Privateer $48 Protostar CD $39 CD Brothel CD $36 
Quantum Gate WINCD = $45 Star Trek Next Genert CD $56 Red Barn A10 Tnk Killr CD $34 Romance 3 Kingdoms 3 $39 Come Play WithMeCD $36 
7th Guest 2:11th Hour CD $54 Quest for Glory 4 CD $39 Stonekeep CD $48 Sea Wolf $44 Rules of Engagement 2 $39 Debby Does DallasCD $38 
Alien Legacy $42 Red Shift WIN CD $47 Sword of China $42 Semper Fi $44 Serf City: Life is Feudal $39 Deep Throat Girls CD $29 
Alone in the Dark 2 CD $48 Return to Zork $44 Syndicate Plus CD $42 Shuttle $26 Sid Meir’s Civil War $58 Ecstacy CD $34 
Bioforge CD $52 Sam & Max Hit Road CD $42 Ultima 7 Black Gate $47 Strike Commander CD $55 Sim Ant CD $47 Femme Fatale $26 
Blake Stone $42 Secret of the 7th Labyrinth $42 Ultima 7 Forge of Virtue $16 TFX CD $45 Sim City CD $47 Hollywood Scandal CD $39 
Bloodnet $39 Shadow of the Comet CD $47 Ultima 7 Series CD $42 The Big One CD $29 Sim City 2000 $39 Interactive Lovers CD $45 
Buccaneers CD $48 Space Quest Antholgy CD $45 Ultima 7.5 Prt 2 Silvr Seed $20 Tie Fighter $48 Sim City 2000 CD $45 Lovely Ladies II CD $39 
Cast Wolfnstn 3D MD 2or3 $24 Spawn $44 Ultima 7.5 Serpent Isle $48 Tornado CD $42 Sim City 2000 Great Distr $14 Mystique of Orient CD $34 
Companions of XanthCD $36 Star Trek: Judgment Rites $33 Ultima 8: Pagan $48 U-Boat 2 $36 Sim Earth CD $47 Paradise Club CD $49 
Conspiracy CD $39 Star Trk: Str Fleet Acad CD$52 Ultima 8 CD $47 Wild Blue Yonder CD $49 Space Hulk CD $42 Penthouse Interactive CD $75 
Corridor CD $29 System Shock $48 Ultima 8: Speech Pack $17 Wing Commander3CD $54 Space Miner $36 Strip Poker Professional $34 
Dark Seed CD $39 Treasure Hunters, Inc CD $48 Ultima Undrwrld 1&2CD $32 Wing Commander Armada $48 Star Control 2 $39 Super Smutware CD $22 
Day of the Tentacle $35 Under a Killing Moon CD $55 Ultima Uworld 2 Labyrinth $48 Wings of Glory $49 Starship Troopers $39 The Coven CD $25 
Death Gate CD $35 Universal Neverlock $39 Wing Commd 2 UUwld CD $34 World Circuit CD $34 Tegel’s Mercenaries 2 $44 Toy’s Not Boys CD $29 
Doom Episode 1 $12 Voyeur CD $48 Witch World $42 X-Wing $42 Ticonderoga $46 Virgins V. 1 CD $39 
Dracula CD $35 Zombie Dino CD $48 World of Xeen CD $40 Zephyr $45 X-Com: UFO Defence $41 Women of Venus CD $22 
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Requirements: 
2Meg RAM, VGA, 
Hard drive, Mouse 


Sound Support: 
Most major 
sound cards 


Controller: 
Mouse 


Available for: 
PC and compatibles 


Designed by: 
MicroProse 


Distributed by: 
Spectrum HoloByte 


GAME SUMMARY 


Take charge of 
the French.army in 
its salad says under 
Napoleon and dice 
the British and 


1, Prussians or do 


your best to knock 

| him all the way 
back to Elba in a 
real-time, point-and- 
click military simula- 
tion. 


PECS 


er several different scenarios of 
the Napoleonic era. In each sce- 
nario, either side can be played 
with one of five levels of difficul- 


.ty. Considering the number of 
‘possible simulations contained 


inthe game, it would be impossi- 
ble to create a comprehensive 
idea of-strategies to use in each 
case. For this reason, | have 
decided to focus on the hypo- 
thetical battle at Wagnee. As 
both the Prussians and the 
French, the computer player has 
been selected at the “veteran” 
level with “historical” distribution. 


he Battle 


Someny SSRN Reassessment tree 


‘Had Napoleon decided to 
attack the Anglo-Allied army and 
try to take Brussels before the 
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Fields of Glory offers the play- . 


of Wagnée 


THE PRUSSIANS FORCE 
THE ISSUE ON THE 


VITAL FRENCH FLANK! 


DISCOVER HOW TO TAKE THE FRENCH BY 
SURPRISE AND HOW TO REPEL THE PRUSSIAN 
HORDE AT WAGNEE IN FIELDS OF GLORY. 


| hoe et tt 


Sclect Battle ge 


The Prussians have the initial edge in 
this fictional battle. 


Prussians could react, the ensu- 
ing battle would have taken 
place at Nivelles. Had the 
Prussians then counterattacked 
and attempted to maneuver 
behind the French, that battle 
would have been at Wagneée. In 
this battle, the Prussian forces 
encounter the right wing of the 
French army under Grouchy. 

This battle never occurred, but 
had the situation been slightly 
changed, it,very well could have. 
The Wagnée’scenario places 
the French ata disadvantage ini- 
tially, since the bulk of their 
forces are not near the front. 
However, the French have more 
artillery and begin the scenario 
with three units holed up inside 
the buildings of the town. 


rench 
Forces 


The main thing as the French 
is not to allow yourself to get 
overwhelmed by the massed 
armies of Prussia. At the 
Veteran level, the computer 
opponent may attempt to force 
you from your initial position by 
attacking en masse. However, it 
is just as likely that the Prussian 
computer player will keep many 
of his troops back, attempting to 
test your strength with some 
probing attacks from the east. In 
either case, the computer will 
attack with infantry and in some 


7 a 
hn. ememiias 
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cases, cavalry. Keep your troops 
by the buildings, ready to rush 
out and protect your cannons if 
need be, or ready to pull back if 
enemy cannons are wheeled 
into place. 

In any case, after getting an 
idea of the computer’s first 
moves, take a minute and look 
back to your armies west of the 
town. You should start bringing 
them up as soon as you Can. 
The map on the next page will 
give you some idea of your initial 
movements. 

It is likely that the Prussian 
forces will attack your positions 
in the town in force. Should this 
be the case, bring your other 
troops up and mass them 
around the bend in the river. 
Keep your artillery back slightly 
and placed between your other 
troops, offering them a field of 
fire without placing them in dan- 
ger of being overrun. The troops 
in the town and to the east of the 
river should fight delaying 
actions, pulling back to more 
secure positions when the 
chance is available. Should this 
attack come quickly, you would 
do well to move your artillery 
pieces that begin the game in 
advanced,positions to the rear 
immediately.“ The help they can 
give you at fending off initial 
enemy attacks is not worth their 
loss. 

Should the Prussians make 
probing attacks or do nothing 
while your troops move up, you 
can take the opportunity to come 
off the defensive and start taking 
the war to the Prussians. Swing 
several of your cavalry units 
around to the south and attack 
from here with supporting fire 
from your cannons already locat- 
ed at the south end of the town. 
Keep the rest of the Prussian 


forces busy with probing attacks 
to the North. In most cases, you 
are not going to want to make 
assaults on the Prussian’s posi- 
tions. Your troops are fine stand- 
ing in either the deployed or hold 
modes. Assaults are a make-or- 
break effort, and since your lines 
are incredibly thin at the begin- 
ning of the conflict, you cannot 
risk a routing of your troops. 
Additionally, assaulting ‘an 
enemy position pulls your troops 
out of line and leaves their flanks 
open to counterattack. Stay put 
for now and attempt to wear 
down the Prussian units with 
withering fire. a 

The only exception to the 
assault rule initially involves 
enemy artillery. When presented 
with the opportunity, you should 
bring in an infantry or cavalry 


* ae 


unit to assault the Prussian can- 
nons. Artillery fire will wither your 
troops mercilessly, often causing 
them to break and run. While it 
is often risky, sending the 
infantry in to take out any 
Prussian cannons moved injudi- 
ciously ahead of the rest of the 
army is well worth the effort and 
the loss of your own unit. As the 
Prussians, the computer will 
often move several artillery units 
to the north of the town with little 
or no protection. 

Fending off the Prussians is 
Obviously necessary for a 
French victory, but it is equally 
important to spare as many of 
your troops as possible. Rather 
than attack across the entire 
front, you may have better luck 
deploying several units to attack 
one or two Prussian units. Use 


The artillery unit is in position to be assaulted by the French unit facing it. Since 
cannon fire is so detrimental to your troops, it is worth the risk to take them out. 


seh ny 


The French forces begin the day spread across the map. Only by consolidating the forces around the bend in the river can you pre- 
vent a Prussian victory. If the Prussians are slow to react, you may be able to gather your troops around the town itself. 


assaults only after a particular 
enemy force has been substan- 
tially reduced in strength by fire 
from at least two of your groups 
preferably more, and hopefully 
with some amount of cannon 
fire. Remember, as the French, 
an inconclusive result with small 
loss of troops can be c@nsidered 
a victory—you lost little“and kept 
what you had. 


russia’s 
Forces 


As the Prussians, you start the 
day at the upper right edge of 
the map. The bulk of your forces 
should move immediately as the 
scenario starts. Your initial goals 
should be to take the buildings 
to the southwest of your starting 
location within the first few min- 
utes, pushing west and south, 
mainly west, after that. The bulk 
of your troops should be used in 
this advance, with some cavalry 
and a few infantry units sent 
ahead to reconnoiter the area to 
the west of the river and several 
others to guard against previ- 
ously routed French units recov- 
ering and attacking your rear or 
flank. The map on the next page 
will offer some idea of where you 
want your troops to head in the 
initial stages of the battle. Your 
first goal should be not to attack 
the buildings but to surround 
them and cut them off from other 
French troops. 
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- Your artillery can 
make the difference 
between a success- 
ful assault and one 
doomed to failure. 


The difference is in 


s the proper use of 


your cannons. 
Unlike modern 
warfare, cannons of 
the period could not 
fire indirectly, 
meaning they were. 
unable to fire over 
their own troops. 
This means that 
you will be forced to 
place you artillery in 
the unenviable posi- 
tion of the front line. 
While your can- 
nons can cause 
incredible devasta- 
tion in the enemy 
ranks, they are also” 
very vulnerable to 
direct attack. The 
following tips will 
help you use them 
more effectively:. 


¢ Never leave your 
artillery alone. 
Always have at 
least one other unit 
standing nearby to 
come to the can- 
nons’ rescue if nec- 
essary. 


¢ Don’t be afraid to 
pull your cannons. 
back if they will be 
threatened by the 
approach of an 
enemy unit. — 


e If your cannons 
cause the retreat of 
an enemy unit, do 


not let your artillery 


pursue. 


¢ Start shooting as. 
soon as you get in 
range. If the enemy 
starts to advance, 
move to the side so 
that you can contin- 
ue to fire while your 
troops engage the: 


enemy. 
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To ASSAULT OR 
NoT To 
ASSAULT 


If you assault an 
enemy unit without 
either unit being 


previously attacked, 
you stand a slightly 
better than fifty per- 
cent chance of car- 
rying it off. 
However, if you fail, 
your unit may 
retreat off the map 
and out of the 
game. 

Before assaulting, 
deploy several units 
around the one you 
wish to attack. Wait 
for several minutes 
while your units 
whittle down those 
of the enemy. If 
possible, bring 
some artillery to 
bear on the target 
unit. When his 
forces have been 
sufficiently drained, 
choose one unit to 
lead the assault. 
With luck, the 
enemy may rout at 
the’ sight of your 
massed troops! 


: FORMATIONS 


In most cases, 
you will want to 
keep your troops in 
the line formation. 
This allows the bulk 
of your troops to 
engage the enemy 
and yet is still 
mobile enough to 

llow you to move 
with impunity. 


The major excep- — 


tion to this is the 
use of the square 

» formation for 
infantry units. If any 
infantry unit can be 
attacked from more 
than one direction 
or by cavalry units, 
use the square for- 
mation for the best 
protection. 
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Prussians should move quickly to surround the town and cut off any French troops coming to aid those already in the buildings. 
Keep your troops out of the town and attack the French when they try to leave. Get their artillery first. 


Divide and conquer should be 
the catchword for the savvy 
Prussian commander. If you 
allow the entire French army to 
mass against you, you will have 
a serious fight on your hands. 
The advantage is yours, howev- 
er, since the bulk of the French 
army begins the battle well back. 

Once you have place units 


- “around the buildings, send in a 
féw to bombard the French 
"troops with volleys of gun and 
’ eannon fire. After a few minutes, 


you should be able to assault 
with impunity. With luck, the 
French troops will rout and 
retreat off the bottom of the map. 
Attack with the troops east of the 
town. Those to the west will 
have several cavalry and 
infantry units to contend with. 
The French will more than like- 
ly start moving their troops to the 


Late i 


n the battle, some units will be almost indistinguishable in the piles of Prussian 
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forefront as your initial attacks 
take place. Again, with the units 
you have in front of the buildings 
that the French are holding, you 
can surround and cut off the 
advancing units. The two cavalry 
and two infantry units may take 
some time (as with the earlier 
battles, attack with units from the 
east. If possible, move in those 
from the earlier assaults), but 
the three artillery units should be 


yours for the taking. Of course,.if ». 
the French are slow to advance, 


take the opportunity to move 
your troops further into French- 
held territory. Pay special atten- 
tion to the area surrounding the 
road. 

While the bulk of the fighting 
will take place to the east of the 
river, the area north and west is 
of equal importance. Some of 
your advance movements 


and French dead. This close-up view allows the easiest chance of spotting live units. 
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should be into this area. The 
chances are good that a com- 
puter-controlled French oppo- 
nent will not move many troops 
into this area. By placing several 
infantry and cavalry units here, 
you can strike with force at the 
flank of the French rear guard. If 
the French do not react quickly 
here, send additional troops as 
well as some cannons into this 
area as well and attempt to 
encircle the entire French contin- 
gent. Should this prove feasible, 
take utmost care in planning 
your assaults. The only excep- 
tion is any vulnerable artillery 
unit, which should be assaulted 
as a matter of course. 

Important things to remember 
as the Prussians is that the 
French can not take the losses 
that you can. It is more important 
for them to maintain an effective 
fighting force for after this battle. 
Thus, you should take every 
opportunity you can to inflict any 
damage possible. If you lose the 
same number of troops as the 
French, you still stand a good 
chance of leaving the battlefield 
victorious. -Steve Honeywell 
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The cavalry ratio here is poor. Others, 
especially infantry, are excellent. 
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) As every societ In Known Space. But that’s: 
; i. what you. get for ‘preventing Puppeteer. : 
| : genocide and averting another interstellar 
: ~ Man-Kzin war: In Return to Ringworld™, the 
Based on the award-winning book -° breathtaking sequel to-Ringworld: Revenge - . 


_ Series by celebrated author Larry Niven. of-the Patriarch™, your heroic adventures 
be force you to run and hide for your life. That is, until you seek to 
es uncover the greatest mystery of Known Space. This riveting feature- 
tgs length adventure lets you instantly alternate the action between 
.- three main characters, all.within a massive play area designed for 
‘endless exploration. VGA-rendered, 3-D cinematic graphics—plus 
full-motion animated effects and digital : stereo sound—turn science 
fiction into reality. Welcome back to Ringworld...and to the 
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